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support for your XL/XE 



TRANSDISK IV 




NEW! 



Now available exclusively from PAGE 6 SOFTWARE 
TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE! 

TRANSDISK IV is a simple to use utility that will transfer ait your cassette games to disk - easily and quickly! 



* Handles any type of cassette format 

• Allows several games on one disk 

• Handles cassettes that require full 64k memory 

* Complete with chart of exactly how to transfer 
the more popular games 



TARITALK 

THE QUICK AND EASY WAY TO 
TRANSFER FILES TO YOUR ST 

Now you can simply and easily transfer files to your ST without 
the need for a costly interface. TARITALK will transfer text files, 
database information, pictures, music files, BASIC programs, in 
facr any file that has a normal DOS directory entry. Just plug in 
the TARITALK cable, run the software on each machine and 
your files will be transferred complete with Ml error checking. 

Please note that TARITALK does not convert files - it is up lo you 
to make any amendments necessary to use the files on your ST 

TARITALK is £19.95 complete with cable, 
software and instTuctions 



Handles cassettes that load extra levels 
Use all available memory on XL/XE machines 
Full step by step instructions induded4 

Price £19.95 

SPELL ME 

Let your young ones enjoy 
learning with your XL/XE 

A delightful program to teach four to five year okJs the alphabet 
plus word recognition and word and picture association. Guide 
them with those first steps whilst also teaching them to enjoy the 
Atari as a creative tool. SPELL MI has been written by a qual- 
ified teacher and has been enjoyed by hundreds ot Atari 
owning youngsters. Why not let your children enjoy it loo? 

SPELL ME is available on cassette at £4.95 
or disk at £4,95 exclusively from PAGE 6 
SOFTWARE 



COMING SOON - MiDtMASTBR 
The Midi seauencer and music 
player for your 8-bit Atari 



THE BIG DEMO 

The best demo ever produced for the 
XL/XE. Great graphics, excellent music 
and the best sampled sound ever 
heard an an 8-bit Atari (even beats a 
lot of the ST stuff!) 

Can you afford to miss out any longer? 
THE BIG DEMO is £3.95 

Please note ihat s&me of scrolling mESsajes contain -wds IM 
sr>™ peiKil& TUCjM QbjaLt 10 ano 1he disk SilOUlO not be 
contdereit sutotale lor young children ThE BIG DEMO requires 
a lCGD disk <trwe and will not run ftilhr with any otter drive 



MINI OFFICE II 

Possibly your last chance to purchase 
the best piece of serious software cur- 
rently available for your XL/XE 
WORD PROCESSOR - SPREADSHEET 
DATABASE - GRAPHS - LABEL MAKER 
all in one great utility 

We have just purchased the last remain- 
ing stocks ot this fine piece of software - 
first come, first served! 

OUR PRICE £14.95 (Save £5 or. 



TIME & MAG IK 

Vour last chance to purchase a copy of 
Level 9's top adventure trilogy. PAGE 6 
has purchased the last stocks of this fine 
adventure threesome - this will definitely 
not be re- released! 

DISK or CASSETTE £9.95 

(saving £5 on recommended price) 



AW items on this page may be ordered with the order form on page 49 or by writing to 

PAGE 6, P.O. BOX 54, STAFFORD, ST 16 1DR. 
Credit card orders may be telephoned to 0785 213928 of FAXed to 0785 54355 
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SKIRMISH 
Can you control 
SIX planes at once? 
Type-in fun 



SUBSCRIPTIONS 
Annual subscription rates (6 issues) 

UK £10.00 

Europe £1 5-00 

Elsewhere {sea} £1 5.00 

Elsewhere (Air) £21 .00 

0v9*seas rates reflecl only 1h& diirortncc in postal costs 

NEW ATARI USER ON DISK 

A disk containing all of the 8-bit programs 
from each issue of NEW ATARI USER is 
available either separately or on subcrip- 
tion. Single price C2.95 per disk, Subscrip- 
tion rates (6 issues) 

UK £25.00 

Europe £32.00 

Elsewhere (sea) £32.00 

Elsewhere (Air) £42.00 

Please make cheques payable to PAGE i 
PUBLISHING arid send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 welcomes and encourages its read- 
ers lo submit, articles, programs and reviews 
for publication, Programs must be submitted 
or disk or cassette, articles should wherever 
possible bs submitted as text files on disk. We 
seek to encourage your participation and dto 
not ha^e strict rules tar submissions, If seme- 
thing interests you. write a program or article 
and submit ill Appropriate pay-men! will be 
madrj for all published programs and articles. 

All original articles, programs and olher mate- 
rial in NEW ATARI USER is copyright of Ibe 
ajihor as credited. All uncredited material is 
copyrighi PAGE 6. Unless euritcthmg the by- 
line 'All Righis Reserved' any material in 
NEW ATAFNUSER may be reproduced by 
User Groups and other non-profit making 
organisations provided thai the author's name 
is included and PAGE 6 is credited as the 
original publisher. Permission to publish else- 
where should be obtained from PAGE 6 or the 
author. Edilors of newsletters reproducing 
material are requested to send a copy of the 
relevant issue to the Editorial address of 
PAGE 6. Whilsi we lake whatever steps we 
can to ensure Ihe accuracy of articles and 
programs and the contents of advertisements, 
PAGE 6 cannot be held liable for any errors 
or claims made by advertisers. 

ATARI fTM) is a registered trademark of 
ATARI CORP. AH references should be SO 
noted. NEW ATARI USER is an independent 
publication and has no connection whh Atari 
or with any olher company or publisher. 



The next issue of 
NEW ATARI USER 
will be on sale 24th May 
Editorial copy date is 1 6th April 
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THE CREDITS 

All of the usual stuff is on page 3 bltflgre are 
the pcuple who made this Issue possible 
Lea Elltnghiun did the editing, layoutarid 
ew-rvthinSelw but spent most oithc time 
SSSertag who declctd to oflly put 24 hours 
to I day and drrarahig of dun* things that 
other people do, like sleeping! 

Sandy lookwl after the advertising and mall 
order and lots of other thing?* 

John R, Rarnsley finaUy hecanie legitimate 

stacc-v Mitchell [but not lor long) messed 
upX let^rs page last issue by coining back 
home Confused? You **H be. 
The Rc^lar Contributors, whci provide the 
S.kbone of the magazine ^™jRSdS 
be relied upon to come up with good articles 
and reviews, are .... 



HARD TIMES? 



Garry Francis 
Matthew Jones 
John DaTlfion jr 
Paul Hlxon 
T ftfi Flnlayaon 



Mark Hutchinson 
John Davison 
John Sweeney 
Damon Howarth 



All other contributors for this issue are indi- 
vidual credited alongside their ar«ic cs^ar 
programs. Thanks to everybody fcrsharing 
Se¥work and enthusiasm with other Atari 
users. 

No messages across the miles this time! 
Wc hadn't quite sorted out the cover PjeXure 
She? this Sit was written. bu tttoMbe ■ 

picture Oi sumc planes or heluiuptcrs. Wn.il 
ever it is, the photograph is courtesy ot 
T.R.H. Pictures. 

Con the inspiration be going? Somehow the 
amount of music thus far has been nwitmflJ. 
whnt** hnooertina? Those who aia heip m- 
S§5 fas alwus). Mark Knopf 

let, Dolores Keane. Joan Bat* and l a 
tot Jrorn the past, HarsMps. Wuch^^^ 8 
stuff- is riou> nn CD and <ht> magnificent B«ok 
SfwiSon^ remains on* of the Jmest albums 
ewr mwiv finrd to believe it s around 15 
SSi^lirS abnat tunc the JSB mere on 
CD? T\me to. go hack ro s 

NEW ATARI USER Is the magazine* 
PAGE S Is th* copcept- Wherever you «e 

PAGE 6 you'll know what It means! 
The next blue of NEW ATARI USER could 
feature YOUR article or program, 
so SEND IT IN NOW! 

PAGE b show* just idiot yauart do vuOh £MT Atari. 
With thv exception of final output a Uwrftcn 

nZ^r flnrf wfiwaw - a Macintosh or JtfM In 

disk tlrioe. 410 cassette foaastatboDy^ ^50 
SaSptifi. J040ST. SWJ24 
SH304 Haiti disk drive, CM*** 1 rr«*5 ?£* f™*^ 
Epson RX100 prfcller. Kfcoeem tawrp^terjrffcrosfitf- 
frr^rfrifc-r buJ>r. Square induces Superscrgt. 

Wtz. STWrUer. Prat** and R«l Strwt WJJJJ^ 
Artidrt and program* submitted an XL/XE d^te °« 

being transferred across to the ST wo i TARf TAiJi. /iii 

Shad pones to serif up » The Setting Studn in NeW- 

hSUeifc ^"^h«f p^.s are MfU back. R 
^toes u^.k uAaslt Ail ih^J is M to to drop in 
ShSS^ ^d photon- Wrf. tt-s net qui* os M as 
thaJ. bul yOU gel the tcfa^ir 



, ,^ ». «>,t rminri ^bout six veATS ago, that PAGE 6 might end up as 
Who wou d ^bought; We" we arc not quite but several magazines 

the longest surviving Atari magazines weii m ^ ^ 

have come and gone since wc f^^^^^^L, [ loSt tcuch With 
famous American marine, that ittftadtt ^a^ut ^^^^ subscrlp y 0 n S to 
ANALOG and « ^ ed l^ a d^d 8-blt magazine and 

tl^ i^tr on,y to succumb to p^u re 

S^l^w publisher who tried hard to = ^^^^ a 
-agazuoes but mutually ^ h^^cXJ publish a magazine 

combined magazine, just as we do Nowaday is «ry f considered 

aeporatlng into two magazmes. An>n. a> , reeet e ANALOG- A splendid 

diat inspired i ° d ' - 8 _ btt maga^mes fading away. 

wlU ap pe a r. On, thing w, ca >n < ^*^!^ t ^J ia , that. 1 must admit that 1 
will notice from past issues thai we hate Beg nil it j ofmy 

d on- t ^ - J- *^ — £ this is , he way I 

major criticisms of U e old ^ ^ dur , s [ind sel ^ ces tha , MAGE b 

sur v,ve and P"«Pf^J^™£ Srt and , he day may wd! come when certain 

^^^^^^^^^^ 
Mavhe we will have to cut die number ol 1"*^^™^",^ as n stands . That 

was .he prime reason [or start g the ^ AGt. A ^ 
continue to ^ve your support there Is no reason wny wc 



DO THEY CARE? 



, often wonder whether the major companies reaUy 

tied to seek out a number of products far '^ ^^^ ™ mare . Lveral of the 
whUst the products are ee W ffi^ U* because it has 

offers through the Accessory Shop have been «* erei> a k . ^ 

been impossible to get the companies supplying the goods to y- t ■ ^ 
.ena them to us. The companies = « nnl ^ way to 

blame for not st.pp Jj^aud It to cxU^ » 8 inyeai ^ a ^ rf stock whlch 
ensure that goods advertised are reaoity ava exercise and one 

understand why. _h«_i „ a „, es that thev could not supply 

| used to deride all those retailers who ^ v ^^^^ nuJ * t before 
but 1 am now beginning to understand the problems. Gfce a ««* tbougn 
shooting the retailer, he might just be as frustrated as you! 
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THE A TARI SHOW IS ON! MONITOR NO MORE 



Just as we wrnl to press we leami lhai the long rumoured 
Atari Show is on, at least we think it is! The show will be 
called ATARI 90 and is being held at The Novotel Hotel. 
HnmrncrsmLlh. London an the 1-4 lo 3rd June. 

Both floors of the exhibition hall are to be used with the 
serious Bluff upstairs and Hie games downstairs. We under- 
stand that they are not going to let even a 520STFM up- 
stairs! One of the gripes Atari had about the last Atari Show 
at Alexandra Palace was that the admission prJt:e was too 
high so ATARI 90 will be £2 to get in or £4 fur a family ticket, 
which means that the kids f*et in free? 

All we have to do now Is pray that Atari, not renowned fur 
their organisational abilities, can get the show on the road. 
So far the going hasn't been too good betaust- they boohed 
an advert in this issue of NEW AT AH I IISKR and the fallow- 
ing day cancelled It wlthoul explanation! Whatever happens, 
if it's on we'll be there, and we hope to see you all there, It 
could he a good one. 



ROLAND SOUND MODULES 

Good news for budding composers who own an Atari ST. or 
even an XL/X£ with a Midi interface, is (hat Softscaru one of 
OUT long term advertising supporters, have set up a dealer- 
ship fnr the new Roland CM series Stereo Computer Sound 
Modules. 

The Roland CM is basically a full synthesiser without a 
keyboard and can be programmed via any computer with a 
Midi interface. Sound quality is superb and you can create 
some amazing effects. If you are not talenttrd in the compos 
ing field then you can hear what the professionals can do 
with it, because many of the top ST games now have a 
professionally written soundtrack for the Roland, The sound 
and the atmosphere of these games Is incxedihlr. The mod 
ules are not cheap, starting at £369. but this is around half 
the price of a comparable synthesiser so it could be well 
worth a look. Snflsean have an advertisement on page 55 in 
this issue where you'll find more details. 



We understand that MONITOR, the magazine of the U.K. 
ATARI OWNERS CLUB, is officially dead, Many people have 
been wondering what had become of the magazine since the 
usual long wait between issues got longer and longer during 
the last year. Apparently several" of the people who ran the 
magazine have left the club, making H almost Impossible for 
the club to continue to publish. 

MONITOR was, without doubt, the llnest Atari club maga- 
zine to have been produced in this country and 11 will be 
sadly missed. The cluband the magazine had a fine pedigree, 
being established when the very first Atari 400' s hit these 
shores, it wa3 founded by Maplin Electronic s, I he very In si 
company to support the Atari, and was taken over by a 
group of employees who remained working at Maplins and 
helped 1 he club grow to become the blggesl Atari User group 
in the U.K. The club and magazine were run by enthusiasts, 
and not for profit, and when most of the key writers and 
helpers went off to find jobs in other parts of the land, as 
tends to happen nowadays, the end of the magazine was on 
the cards. 

We believe thai subscribers are being offered soltware from 
the club library in exchange for any money outstanding on 
their subscriptions. Sorting out is likely to take some time 
though so, if ynu have written, be patient. 



AMATEUR RADIO RALLY 



The promised mini-Atari show at the National Motorcycle 
Museum in Birmingham is nol taking place dut to the 
organisers failum to get it together En time (their words and 
apologies). If you really want to go to the National Motorcy- 
cle Museum though, why not pop along on Easier Sunday. 
15th April, to the Centre of England Amateur Radio Rally for 
a feast of fun for hackers of all ages and abilities. Whilst not 
particularly for computers, there will be a few I here along 
with amateur radio and television and more electronic bits 
and pieces than you arc ever likely In find again In one place. 
If you have any interest in hardware or electronics It may 
well be worth a visit. Further details can be obtained from 
the organisers on 0952 5S6 173. • 



CALLISTO COMPUTERS 

DEPT A3. PO BOX 233. SHEFFIELD. S6 4AZ TEL: {0742) 326533 



ATARI BOO/XL/XE- 



Beam Rider, Defender , Designers 
Pencil, Dread naught. Eastern From, 
Galaxians. Hero, Joust, Kaboom. 
MIssMe Command, Moon PalfoJ, Mr 
Cool, Pacrnan, PUT* It, Pitfall II, Pole 
Position, River Raid, Tennis, US 
Football. Xenll 



tiAMFS 



Cass Dish 



1B0 r „ 2.95 

Airwolf „ 1,95 

Arkanold 2-95 

Aatrodroid ...„,, 2 9-5 

Ballblucr B.5Q 

Black Lamp , 7.75 

Blu* Max 

BMX Simulator 2.95 

Bouiderdash II 2-35 



Chuck if! E ■ 



Colossus Sriess IV 
Cosmic Pirate 

Crack up 

Cops n' Robbers 

DdWn Haider 

Daylight Rubbery 
Domain of undead 

□ raconus „^ 16.95 

Drelbs 

Druid 

Encounter ,„„ ,. 2. &5 

Exploding Wall 2.95 

2.95 
2.95 



2.95 
S.75 
2.95 

1.95 
1.95 
1,55 
1-95 
2,95 



Fantastic Soccer 
Football Manager 



6. as 

9,95 

4.95 



9.75 



9.95 
4.50 
5,95 



A. SO 



Fort ApoEocolpy yc- 
Ffult Machine Sim 

Gauntlet .„„„ 

Ohostbustera 

Grand Prix Sim — - 

Green Beret „„ 

Gridrunner ........ 

Gunlaw ,„....... 

Hacker . 

Hardball .,„„ 

Hawkquc-st 

Henry a House 

Hover Bover 

Jocky Wilson Dart .. 

Jo* Blade 

Kennedy Approach 

Kenny Dalghsh 

Las Vega 9 Casino 

Littfe Devil 

Living Daylights 

Lor>a Raider 

Mod Jbx _ 

Mediator ,„,,, 

Mlrax Force 

Mountain Bike Racer 

Mr Dig 

Mr Robot ., 

Nltemares 

Ninja Commando .... 

Panther 

Periscope Up ,„ 

Phantom 

Planet Attack , 

Pogotron .... 

Protector 

Quusirnodo „ 

Red Max ,,„ 

Rescue on Fractalus 

Revenge II _ 

Robot Kn ignis 



3-95 
2.95 
2.95 
2.95 
2.95 
1.95 
1.95 

2.95 

1.95 
1.95 
2.90 
1.95 

7,75 
2.95 
2.95 
2.95 
3.50 
2.95 

2-95 
2.95 

1- 95 
4,50 

2.95 
1 95 
1.95 

2- &5 
2,95 
2.95 
2.95 

2.95 

2.95 
7.95 



i.sa 



5.95 
17.95 

4.50 

875 
11,50 
4-50 
4,50 
4.50 

5.00 

4.50 

6.95 
5.95 
4.50 

4,50 

4.95 
6.95 



Rockford 1 

Rosen's Brigade) ...... 5 

S. Davis Snooker ,„. 1 
Screaming Wings .... 2 

Shanghai , 

Sidewinder 

Solo Flight —,..„,„ 8 

Space Wars 2 

Speed Ace 2 

Speed run 2 

Speedzone ., 2 

Spindizzy 2 

Spy Hunter „„ 

Spy vs Spy 2 

Spy vs Spy island 

Slar Wars 

Sun Star 

Tall Of Beta 

Tiger Attack 

Twilight World 

War Copier .......... 

Winter Events 

WUitfrd ol Wor 

Zaxxon ...„,, 4,95 

Zybex 2.95 



,95 
.50 
95 
-90 

is 

75 
H 
9b 
M 

9a 
95 

95 
05 
95 

95 
75 
95 

75 



5.50 

6.50 
8.75 
4.50 



4.95 
4-50 



19.95 
4.95 



5,95 
6.95 
5,95 
4 95 
4,50 



I WAR (Li A M I 5 


Cass 


Uhftk I 


Con. Vietnam 


8,75 


9.75 


Crusade in Europe .. 


a.75 


9.50 


Decision in Desert .. 




8.75 


Knights ol Desert .. 




8.75 


NATO Commander .. 




9.50 


f NON-GAME SOFTWARE 


Cass 


Diih ] 



ADVENTURES Cass Disk 



Ballyhoo 11.50 

Gnome Ranger 8.75 S.75 

GunsMnger 5.95 

Ingrid's BacK 12.75 12.75 

U,apiS Phrfo&h ...... .... 5.95 

Scapeghost . 12.75 12.75 

Scustalker „„ 11.50 

Silicon Dreams ........ .... 12.75 

Suspect 11.30 

Time * Mag Itk ...12.75 



ACE C Language 2,95 

Ala riwriter Plus ...,„ 17 50 

Fig Forth ..„ 2.95 

Graph It 4.50 

Home Filing Manager .... 5,95 

PNdrmtyrium .... 12.95 

Frintshop .,„„ .... 17,95 

System 8 Pools .. P .„ 2.95 

Touch Typing 4.75 

Turbo Basic „,, .... S.7g 

Turf Form 2.95 

Viscalc , .... 17.95 

W€WS STA TfOM 23.30 
Desktop Puhlislwng Sytltm (disk only) wrtu 
-REE ar? program anii fc-nt emlo,- 

Jeff Winter's Light Synthesiser 

Cassette Only 



EDUCATION 



Juggles House .. 
My First Alphabet 



Cass Disk 



5.95 
6.95 



C°l Can't find what you want? Then send for out free catalogue of Atari software 

tAJ Ail Atari 8-bit orders include free membership of the Callisto Computer Club 

All prices include VAT, postage and packaging for UK orders over £4.00. Please add 40 p for orders under £4 
EEC countries add E1 per order. Non-EEC countries add £1 for first item and 75p for each additional item 

Make out cheques and postal orders to Callisto 
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Mailbag 



Got a point 
to make? 

Got any 
questions 
to ask? 

Write to 
Mailbag 
P.O. Box 54 
Stafford 
ST 16 WR 



ENJOYING IT! 



When, about three years 
ago, my 1050 drive died on 
me I decided not to replace 
it and invested the money 
in a ST system. The ST is a 
superb machine which easi- 
ly overshadows our office 
PC and I get great enjoy- 
ment from using it and I 
shall continue to do so for a 
long time to come. 
Last August, for no appa- 
rent reason, I decided to re- 
surrect my old 1303CE and 
sent off for one of the new 
XF551 drives and a copy of 
MYPOS, When it arrived I 
set It v p and spent half the 
night getting to grips with 
the new DOS. Suddenly I 
had it and I was hooted. 
The drive is superb with 
tme double density storage 
but it was not this that got 
me. it was the sheer joy of 
using such a friendly oper- 
ating system on the 130XE 
after battling so long with 
the monstrously complex 
TOS and GEM on the ST. 
If only more ST concerts 
would give their old 8-bit s 
an airing, 1 am sure that 
they would once again real- 
ise what a remarkable 
machine they have* 



Peter J. Kelly 

Manchester 

That's precisely what we 
have always said, glad some- 
one agrees. 



LONG LINES 



line does not come up when 
1 list it. Can you please ex- 
plain this to me, 1 have 
looked at the Atari basic 
but cannot find a way to go 
past the beep at the end of 
line 3 and get the code to 
match with TYPO III. I am 
very impressed with the 
machine and would like any 
information that will help 
me. 

I, Nutton 

Holbeck, Leeds 

... please could you give me 
some advice concerning the 
listing for Whist in Issue 
32? Line 3800 appears to 
be too long and is not 
accepted by the computer, 
it gives Error " with a block 
at the end of the line, 

A, Feakes 

NewEltham, London 



I have a 65XE with a data 
recorder and I am having a 
lot of problems trying to get 
a game to work. The one in 
question is in the August/ 
September issue called 
Catch Day. I have used 
TYPO lU but on lines 430, 
823 and S3S the end of the 



We have had a lot o f ques- 
tions like this recently from 
new users. The Atari screen 
editor only allows three phy- 
sical lines to he typed in on 
the screen yet the computer 
can interpret and display 
lines longer than this. How 
come? The reason is that the 
Atari does not store 
keywords' like PLOT, SOUND. 
FOSfflON eic. OSjufl words 
but raitxer as numerical 
tokens which it look up on an 
internal iable and it also has 
very sophisticated syntax 
checking that uxirks out 
where spaces should be on a 
line. Once you know this, you 
can begin to take advantage 
of it by using a Jew tricks 
when typing in programs. In 
the majority of cases with 
lines that end up too long 
when listed out, the program 
met has used abbreviations 
for keywords such as POS. for 
POSITION, SO, for sound and 
OR. for GRAPHICS. If you type 
these attestations they will 
be accepted and siored with 



the appropriate number code 
but when you list the line, the 
Atari will look up the code 
table and substitute the full 
keyword- If necessary, it will 
show more than three lines on 
the screen. 

There are several ways to 
type in long lines. The first is 
to use abbreviations as 
shown, the second is to leave 
out spaces, for example just 
type 1 OCR. :F0R WTO J 00. 
the Atari will space it out. 
Another trick is to move the 
left margin of the screen by 
typing POKE 82,0 before you 
start typing your program. 
This will allow you to get 
another six characters per 
program line on screen. One 
problem when using these 
tricks is that the TYPO codes 
will not be correct when press- 
ma Return. What you have to 
do is press Return then UST 
the line you have just typed 
by typing UST 1 00 {or what- 
ever) and then use the Con- 
trol-Arrow keys to moi>e the 
cursor up and press Hetum 
again. If you have typed the 
line correctly then the correct 
code will be shown, but if it is 
wrong then you have a slight 
problem because if you try to 
alter the line you will lose the 
end! The only solution is to 
use the Control-Delete key to 
shorten the keywords back to 
their abhreviat.inns or take ow 
spaces and type in the end of 
the line again. 

Ail of the lines in printed list- 
ings can be typed in, after all 
someone must have typed 
them in the first place, you 
just need to know how to do 
it! 



RESCUE REQUIRED 

I have typed in TO THE 
RESCUE from Issue 42 
using TYPO 3 but cannot 
get line 31 10 to motet the 
BU code. I have tried every- 
thing on the keyboard that 
could possibly resemble 
_ but nothing works. 
Could you please tell me 
what was used so the game 
can run properly. 

Mrs SM. Gathercole 

Nottingham 

Control -N 



A NEW CASSETTE? 

I have an Atari 65XE and an 
XC 12 data recorder but re- 
cently the data recorder 
hasn't been functioning 
properly. I have been phon- 
ing round to try and fins a 
new one but with no suc- 
cess* As I desperately need 
a new unit, could you re- 
commend anyone who 
might have some In stock? 

Adam Robertson 

Stockport 

We don't know of any particu- 
lar retailer who might have 
cassette decks in stock but 
suggest thai, you give a chap 
called Derek Fern a ring on 
021 353 5 730. He has all 
sons of weird and wonderful 
things for 8-bit Ataris. 



FS2 AND XF551 

I read in your magazine 
that Flight Simulator II ts 
not compatible with the 
XF551 disk drive. I am keen 
to buy PS2 but 1 own the 
XF551 and so 1 was wonder- 
ing whether any solution 
had been found which 
would make the simulator 
run with my disk drive, I 
have heard how good It Is 
and I would hate to have to 
miss something special. 

Bryan Zlllwood, 

Southampton 

You certainly are missing 
something special! The reason 
that FS2 won't utork with the 
XF551 is due to the copy pro- 
tection which, we believe, 
checks the speed of the drive. 
The older Atari drives run at 
288 rpm but the XF551 runs 
at 300 rpm. On the 810 and 
1050 drives there is a small 
pot whkh affects the drive 
speed and it can easily be ad- 
justed but theXF551 does not 
appear to have this so you 
can't slow the drive dawn. 
Inere mould appear to be two 
solutions - either a modiflca- 
tkm which would aUow the 
XF551 to be slowed down (if 
this is indeed the problem) or 
a software, patch that couEd 
zap the FS2 disk so that it 



does not bomb out after the 
copy protection fuils to recog- 
nise the drive, Someone must 
know the solution to this prob 
tern. Has anyone produced a 
patch to modify the copy pro- 
tection on FS2 to work on the 
XF551?lfso send it in to us 
and we can modify reader's 
disks for them. Has anyone 
modified the XF351? Again 
send in the details, there are 
hundreds of frustrated ttsers 
who would benefit. 



DRIVING YOU MAD 

I am a complete novice re- 
garding computers, howev- 
er I was lucky to acquire an 
Atari 65XL/XE plus several 
hack Issues of PAGE ©. 1 
read the XL/XE manual and 
thought OK I can handle 
this but when I tried to type 
in all the listings and DATA 
and RUN I got error after 
error ( 17 at line 20 - Syntax 
77). Having no idea what a 
SYNTAX was (and still 
don't) I decided to tape the 
listings on an audio tape 
["Very simple") ■ place cas- 
sette in recorder (Hi-Fi) 
plug In mike, then read 
DATA statements aloud 
onto tape. Play back 
through headphones, no 
need to read and type 
I simultaneously* I have be- 
come a computer maniac 
overnight (I blame Atari - 
the Commodore 64 is in the 
bin]. If you don't reply to 
my correspondence, don't 
worry, I will still await the 
next PAGE 6 with anticipa- 
tion, trepidation (computer- 
isation)* 

R, Hunter 

Glasgow 

F.S. I am a 35 year old coach, 
driver who works all day and 
night and play my computer 
XL/XE on my coach through 
Li 5 inch TV screen and vol- 
tage adapter while sitting in 
my bus awaiting my patrons. 
Hope to hear from you (prob- 
ably won't). 

Now do you think we could 
possibly make this up? What 
does it all mean? Probably 
that you should be careful if 
catching a bus in Glasgow! 



THE BREAK KEY 

I am having a few problems 
with my programming. To 
protect my programs I 
might have to disable all of 
the keys! How might I dis- 
able the Break Key and 
keep the rest of the 
keyboard? And one more 
thing how can I disable the 
Reset key so it won't clear 
the memory but will not 
respond? 

Oily Pope 

Dorking 

disabling the Break key is 
quite easy. Just add a sub- 
routine as follows 
POKE 1 6,64 :POKE 53774,64 
This is reset however every 
time a GRAPHICS command is 
issued so you need to GOSUB 
to the subroutine each time 
you change graphics modes. 
Trapping the RESET key ts 
more difficult and involves a 
machine code routine. We 
published a routine many 
years ago but it does not work 
on the XL/XK machines. Ttiis 
is a relatively easy routine for 
a machine code programmer 
to write, how about someone 
sending us a new one? 



GARRY ... GARRY 

Please tell us readers what 
has happened to Garry 
Francis. I used to really 
enjoy reading his superb 
adventure column, I see 
that you dropped his name 
from the regular contribu- 
tors and then put it back. 
Has he sold his Atari? Did it 
blow up? Was it pinched? I 
fear the worst. 

John E. Liever 

Saiford 

For new readers. Garry Fran- 
Cis WTOte some of the best 
adventure columns ever pub- 
lished in any Atari magazine 
but has been sadly missed 
now for many a long year. 
Rumour has it that his Atari 
was eaten by a dingo but we 
did hear from him a while ago 
saying 'I will be back'. I am 
only publishing this to make 
him feel even more guilty! 



ONE MORE THING 

I have been an Atari owner 
for about 7 years and sub- 
scribe to New Atari User. I 
write my own utility soft- 
ware in machine code and I 
have recently purchased an 
ISP Plate. With this came 
problems double density 
and 1050 density. 
How can I format in 
machine code using double 
and 10 SO density? How can 
I format the above with sec- 
tor skew? How can I read 
double density and skew 
formats? Do I read 1050 de- 
nsity in the same way as 
single density? How can 1 
load a machine code file 
which has an FMS on its 
sectors? Where can 1 get 3 
ring binders from? How do 
the Basic SAVE and LOAD 
commands work? Where 
can I get MAC 65 from? 

Neil Parker 

South wick 

P,S. How can 1 erase variables 
from the variable table in 
Basic or Turbo Basic? 

You can get MAC/ 65 from 
Frontier Sojtware at P.O. Box 
113, Harrogate, N. Yorks HG2 
ORE. As for the rest of your 
questions ... well er ... pass. 
Can anyone else help? 



LOSING TYPO? 

Please can you advise me 
how I can protect TYPO 3 
from clearing down when 
RESET is accidentally 
pressed, mostly by my 
grandchildren s Sticky 
fingers! 

K. Edwards 

Runcorn 

AUhough it ceases to work 
when RESET is pressed. 
IYPG remains in memory. All 
you need to do is type 
A=USR(153G) and when you 
type in another line the TYPO 
code will reappear. Maybe if 
someone writes a reset 
routine, as mentioned above, 
it could be incorporated in a 
new version of TYPO? • 
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XL/XE CLASSICS 



GOODBYE, OLD FRIEND 

John S Davison takes a 
last look at one of the best 
programs ever for the 8-bit Atari 




^gular readers will know that Sub- 
' logic's Flight Simulator 11 [FS2) is 
iy all -time favourite computer 
program. Imagine my horror then, when I 
heard that Sublogic had lost interest in 
8-blt software and had destroyed all their 
remaining stocks of the 8-bit version! 
Then the good news arrived - Page 6 had 
managed to snatch a few copies from the 
jaws of destruction lor its readers! But 
what's this? Not only are Page 6 selling 
this superb flight simulator, but also a 
whole bunch of scenery disks never be- 
fore seen in the UK, In fact, there are 
several available which Sublogic hadn't 
even bothered to announce, including 
most of those out on the ST1 Sadly, there 
are only a few of each scenery disk avail- 
able, so its a case of first come, first 
served, Copies of the basic FS2 simulator 
are, however, slightly more plentiful, so 
it's probably still not too late to get one of 
these. 

I reviewed FS2 in Issue 2 1 , so don't 
intend reviewing it all over again, but I 
would like to remind you what it's all 
about. Then it s up to you whether to 
pass up the last opportunity of buying 
the king of flight simulators for your be- 
loved 8-Wt machine. 



SETTING THE 
STANDARD 

Even today FS2 still sets the standard 
by which all flight simulation programs 




are Judged, In its 8-bit version it simu- 
lates a Piper Cherokee Archer II, a popu- 
lar single engined light aircraft, and does 
so very, very accurately. Its author, 
Kruce : ArtwicK. used 47 of the basic flight 
chara* fifties of that aircraft in building 
the simulation model, and his care and 
attention to detail shows everywhere. It's 
ao accurate that people who have learned 
to fly it have often developed the taste for 
real flying and have gone on to earn their 
Private Pilot's licence. In the next issue 
I'll be writing about a man who did exact- 
ly this, so stay tuned! 
FS2 s graphics are excellent, particularly 
the aircraft's instrument panel. This 
shows all the instruments you'd find in a 
real light aircraft - and they all work just 
like the real thing! One of its most fasci- 
nating aspects Is its lull range of radio 
navigation aids. Again, they all work Just 
as in real life, enabling you to accurately 
navigate under Instrument Flight Rules 
(e.g. in bad weather! , You can even land 
trie aircraft in poor visibility at airfields 
equipped with Instrument Landing 
System. 

You view FS2's world through the cock- 
pit windscreen, and you see an accurate 
three dimensional graphic representation 
of the real world. The basic FS2 package 
provides scenery data for wide areas sur- 
rounding New York, Chicago, Seattle, 
and Los Angeles, with over eighty real-life 
airfields to fly from and to. Also, you'll 
find roads, rivers, lakes, mountains, and 
other geographic detail equally accurate- 
ly located - just cheek them on any map 
if you don't believe me! 
Naturally, the graphics 
here aren't as stunning as 
on the ST, but this Is of 
secondary importance In 
a program of this type. 
The scenery is designed 
as an extendable data- 
base, and that's where 
the scenery disks come 
in. By keying location pa- 
rameters into the FS2 edi 
tor you can position your- 
self anywhere in FS2"s 
world, and if youVe 
placed the appropriate 
scenery disk in your disk 
drive the program will 




load it in and use it in place of the stan- 
dard scenery. 

CLOUD FLYING 

The editor also lets you set weather 
conditions (clouds and winds] , time of 
year, and time of day. so if you want a 
real challenge you could fly in thick 
cloud and high winds at 2:00am on a 
winter's morning! It also lets you enter 
the program's "World War One Ace" game 
mode in which you get to fly a WW 1 
biplane to shoot down enemy aircraft and 
bomb ground targets! 
The 8-bit version still stands up well 
when compared with that on the ST. 
Admittedly the ST has much better 
graphics, additional scenery as standard, 
faney external viewing facilities, and the 
option of flying a Learjet as well as the 
light aircraft, but underneath it's still 
basically the same concept. Don't expect 
whizbang arcade action as that's NOT 
what its about. What you will get is 
accurate representation of aircraft flight 
that's never been bettered on the 8-bil 
machines. 

1 hope that's whetted your appetite. 
Flight Simulator II is a rare classic which 
Simulation fans will be proud to own. 
Page 6 is giving you your last chance ever 
to acquire It, and is also throwing In a 
free FS2 book to help you get the most 
out of it. So. you R -Bitters, you know 
what to do - call Page 6 soon to reserve 
yourself a piece of legendary 8-bit soft- 
ware before it flies off into the sunset 
forever. 

HOME BREWED FS2 
SCENERY? 

Richard Martin of Acton, London has 
asked mc a question probably m many 
peoples' minds. Has anyone deciphered 
the format of Scenery data and produced 
their own scenery, perhaps using soft- 
ware they've written themselves? If you 
know of something please comact me 
(care of Page 6) and Ml publicise anything 
u aeful that turns up * 
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FLIGHT 

SIMULATOR II 

FOR YOUR XL/XE exclusive offer from PAGE 6 
Treat yourself to the flight of a lifetime 

For £34.95 (recommended price of FS2) we'll 
send you the FLIGHT SIMULATOR II program 
and a FREE book worth £12.95 

Every purchaser will receive a FREE copy of 
LEARNING TO FLY*,, the book that teaches you 
how to get the very most from FS2. 

* We reserve the right to substitute another FS2 related book of similar value in the event 
of this book not being available 




Right Simulator II requires a 48k at 64k Atari 
and 81 0 or 1 050 disk drive. It will riot work 
With theXF551 drive. 



SCENERY DISKS 

Available exclusively from PAGE 6 - these are the last remaining stocks of these disks 
available anywhere - buy now or be forever disappointed! 



Only the following now available 

Scenery Disk 3 
Scenery Disk 4 
Scenery Disk 5 
Scenery Disk 6 
all at £12.95 each 



San Francisco Area STAR Disk 
Japan - fly to more exotic lands 
at £14.95 each 

All other scenery disks are now SOLD OUT 



These disks are available NOW and exclusively to readers of NEW ATARI USER. Our information is that 
these are the last remaining stocks Sublogic hold so it's first come, first served! See New Atari User Issue 
40 for reviews of some of these disks 

The PAGE 6 ACCESSORY SHOP stocks an extensive range of books supporting Flight Simulator II. Ask for a copy of our catalogue 

Use the order form on page 49 or send your written order to PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR. 
Access or Visa orders accepted by telephone orders 0785 213928 or by FAX on 0785 54355 
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SimsnmPTION OFFERS ... SUBSCRIPTION OFFERS ». 



GET REGULAR! 



A subscription to NEW ATARI USER is well worth while as it ensures that you are not the one i who 
\s live m notes too late at your local newsagents when the next issue is snapped up and it helps 
us to keep publishinq the 6nly magazine to support all Atari home computers. It you love your Atari, 
kU ftoSLg « the best "diet around - NEW ATARI USER every couple ofmonths.lfyousubscr.be, 
a copy will drop through your door just when you are expecting it. 

Subscribe now - you know it makes sense and a subscription helps to ensure that NEW ATARI USER 
continues to bring you the best for your Atari 

SubscriDtion prices (for six issues) are £10.00 for UK - £15.00 for Europe, £15.00 for surface mail outside 
Europe and "j-21 3 1 for Airmail outside Europe. Overseas rates reflect only the difference in postage 



MAGAZINE & DISK 



GET DISKED! 

AND GET A FREE ATARI USER DISK BOX* 



XL/XE (and 400/800) owners can take out 
a Disk Subscription and not only save 
money but also get an ATARI USER disk 
box, holding up to 50 disks ABSOLUTE- 
LY FREE! This disk box retails at £4.95 
but is yours FREE when you take out a 
new Disk Subscription. 

A Disk Subscription (including the magazine) costs just £25* and that represents a saving I OVER 
£3 against buying the magazine and disk separately! Add the cost of the disk box and you are SAVING 
AROUND £81 Don't it just make sense? 

Discover the fun of all those great DISK BONUS programs from the next issue 
- Eck ttS box nSw and have fun when the disk and mag drops through your door 

* UK Price. FREE DISK BOX OFFER APPLIES ONLY TO THE UK. 



YES 

Name 
Address 



I want to show my commitment to Atari by subscribing to NEW ATARI USER 
Please commence my subscription for SIX issues from Issue 44 as follows 



] I enclose Cheque Postal Order for £ 



^ I wish to pay by Access/Visa/MasterCard/Eyrocard 
Card No: 

]□□□ □□□□ □□□□□□[ 



I 1 ORDINARY SUBSCRIPTION UK £10.00 Europe £15.00 Expiry date: □ □□□ 
1 — 1 Elsewhere Surface £15.00 Elsewhere Air £21,00 

n DISK SUBSCRIPTION UK £25,00 Europe £32.00 m V credit card with the amount shown above 

1 Elsewhere £42.00 

Signature * — 

I understand that a UK Dish Subscription eiililles me to a FREE DISK BOX which wilt 
be despatched as soon as my subscription Is processed. 

Please M free to photocopy this form or write your order {dearly please!) it you do not wish to cut the magazine 
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by 
Phil 

Cardwell 



Atari BASIC lacks one major function that, with the 
unreliability of the data recorders and cheap 
tapes. Is sorely needed for cassette users - being 
able to verify a CSAVEd program. How many times have 
you CSAVEd a program that has taken hours to type In 
only to find that it hasn't recorded properly? Just once is 
enough but now you don't have to worry at all for this 
small routine will verify a CSAVE leaving your program 
intact in memory. 

Type In the listing, checking each line with TYPO 3, then 
CSAVE a copy. When you RUN the program insert a 
blank cassette, and an autoboot file will be created. The 
file is loaded in the usual machine -code manner by hold- 
ing down STAm* and switching on the computer followed 
by pressing RETURN. 

When you want to type in a program boot this tape first 
and then run TYPO 3 if you wish. When you are ready to 
save, CSAVE your program, re- wind the cassette, press 
play and type A=USR{ 1 825). 

After hearing the single beep 1 press RETURN and Hie 
verify process will start. If this is successful. *Verified OK' 
wilt appear, otherwise 'Verify Error!!!' appears in which 
ease you should try CSAVEing the program again. What- 
ever happens, your program will remain In memory until 
you have succeeded in saving a working copy. 
The routine will remain in memory for use with other 
programs until the computer is switched off and it lea\ r es 
page G free for other uses such as TYPO 3. 4 



f h • 

CM 1 

l-» * 

7 X 3 



HFH 
REM 



CASSETTE UEBIFV 

dm 

Phi 1 Cjrdw I I 



APRIL 9* * 



HL(t W 

REN « 

HFH « 

EH 6 »EH ■ ■ ■HHB»fW 

JH 6 REM « KLH ATARZ USER 

ra 7 h eh ■ ■■■ w ww w www H waK m mm m m wbmw bh m m h h k 

MM' 6 MM 

MQ 9 REM 

TE IBB RESTORE 18BB I F □ H 3~B IB lBrilKEflD- 0 

I POKE IS 3 6** j B ! Iff XT A 
TT 119 qPEW WU B„ J.aS>"*r" 
LC 13* POKE 999, 11 
EI 1JB PO*E aBl.BlPOKE #5 J, ft 
PK L4B POKE SS6 , lft E : FOKE 997,9 
TF 1*9 M=U9R C«E*R I'^hhOL^V) , 18) 
LJ 1ft* CLP9E HI 
Ot 17* END 

ZK 1*99 DATA • f 2,l,7.15 f ? J 16* J «i,H±.Z > 31 
I,l4 d 94,14»,16*,l**,ai4,l,te*4?,14i*ix 

MX 111* DATA III, 1,169, 7,133 ,3, Aid. 

ESlj 112 / 161 i 3,157,8!; I r 1(H , < , 1B7 , 7 i ,J 

169,124, 167 .76 
DZ IBM DATA I. 76 . 67, 7, 4,7, 1*4 , 94, IffT 

jfiB,.Jj 1B7j 7,1?7, B-S , J, XZ r Ba, 1*9,442, 112 

,Utj 7,107 
IK 1111 DATA 6*^2,199, i*?^*?,**, 1,1*9, 

lST'.ftflj, 2,199, 11* , 197, 71> If 1ft), A, 197, 71 

„3,¥*,99,2£9 
FA 1449 DATA II, 114, 141, 174 ,7,iH, 111, 149 

i H, 197***, 1,12**6, 11*. 141,1V ill 

9j172>174,7> 192, 124 
EH !■■* DATA 14*, 12, 192, 1, 249,9,169,7, 1*6 

i 1*9 1 7t , 179 ,7,91, 169, 7 , 166 ,147,76, 176, 

7,96,66,161,114 
LY 1999 DATA 1*6, 162,1*6, 1*1, 1*6, IIj 7 5 , 7B 

1 19V , 66, 161, 114, 16S, 162 ,. Hi r 32 , 61 , i 1* , 

114,lll,114 J 3^,12,l$(t > « 
TL 1976 DATA 7A , 1«I , J.91„ 133!, 199* UZ, 149, 7 

6,176,7 



PLASTRON 



Plasiron's deadly defences await. 

Pilot the Recovery Buggy across 

the scrolling levels, collecting fuel pods. 

and attempt a rendezvous with 

the Supply Tank 



ATARI XL/XE 



Cassette £7.99 
Diskette £9.99 



HARLEQUIN Tel: (0268) 695355 

If Plastron is unavailable through your local 
supplier Tel: (0908) 564369 
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PROGRAMMING 



DISPLAY LISTS 

a tutorial by Andrew Weir 



Anyone who has ever written a game in BASIC will know 
that the visual effects achievable with the standard 
graphics commands arc not particularly spectacular 
In this article some of the unknowns of Atari graphics will be 
revealed - be warned, however, that machine code routines will 
be lurking in every corner! A reasonable knowledge of BASIC, 
though, will get you quite a long way. 
Atari computers are unusual in that they do not have one 
CRTC chip but two custom ICs, called ANTIC and GT1A, which 
together maintain the video display. GT1A apparently stands 
for George's Television Interface Adapter, incidentally. The fact 
that there are two chips means a) that the Atari machines have 
quite extensive graphics facilities (for 8-blt machines) and b) 
prettv graphics can be difficult to achieve, since there are 
forty-eight registers to think about. But don't be discouraged 
yet Ithere will be time Ibr that later). We'll take one topic at a 
time. Let's start with the old favourite. Display Lists. 

ATARI* S CUSTOM CHIPS 

Before starting any programming, it might be as well to try to 
define the functions of the two graphics chips. GTTA, as tar as 
the programmer is concerned, Is there mainly to deal with 
player/missile graphics. ANTIC could almost be described as a 
microprocessor It has a variety of functions, the main one 
being to process a set of display instructions 1 which determine 
exactly how data to be displayed actually appears on the 
screen This 'program' is the Display List. It resides In user 
memory, length depending on the current graphics mode. Note 
that the list is in RAM (it's actually copied 
from ROM by the OS), so it can be changed with POKEs. 
Before reading further, take a look at a Display List. Type 
GR.2. then: 

DLf=PEBKCB60)+PBEKC5e 1 )'E56 

FOH H-DL TO DL+S3: ? PEEKCE* NEXT E 

all in immediate mode. Stop the numbers from scrolling too 
fast with CTRL- 1. The numbers you see are instructions, 
executed consecutively by ANTIC to produce a screen which 
we refer to as Graphics 2. Locations 560 and 561, in case 
you're wondering, point to the start of the Display List (this 
"vector is set up on a mode change, and is user-alterable). 

So what do these instructions mean? The first three numbers 
In the list (1 12) each tell ANTIC to display eight blank scan 
lines A scan line is the thinnest horizontal line the computer - 
and the TV - can deal with. Sinee the display is non-interlaced, 

there are only 312 of these altogether. Of these. 192 are 

usable. . 
The next three numbers tell ANTIC that the rest oi the display 
will access video memory (more details later), and also that 
there Is to be one Graphics 2 line (that is, sixteen scan lines) at 
the top of the display- There are then a few 7's which indicate 



more lines of Graphics 2, and finally a jump instruction [the 
last three bvtes) which marks the- end of the Display List and 
tells ANTIC to start at the beginning of the list when the next 
frame is to be displayed. 

CHANGING THE DISPLAY 

So what happens when one of the instructions is changed? 
Try it. Type (while still in Graphics 2. and with W still a 
usable % r ariable): 

POKE DL+6,6 

then try printing text at the top of the screen; you should find 
that although most of the screen is the usual Graphics 2, the 
second line down shows text In Graphics 1 size. The POKh 
replaced a 7 (the instruction to display a line of mode 2) with a 
6 (the instruction to display a line of mode 1). Try POKEing 
other numbers (from 0 to 15) into this location, and observe 
the effect You should find that the numbers you POKE bear 
no relation to the mode number which appears on the screen, 
For some unfathomable reason, the mode instructions were 
designated as follows: 



GRAPHICS MODE 



12 
13 

1 

2 

3 

4 

5 

6 

14 

7 

IS 

8.9,10,11 



ANTIC MODE 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 



Intrigued'' If you've understood everything so far, you should 
be What's that asterisk doing beside ANTIC mode 3? The fact 
is Antic mode three has no equivalent BASIC mode - but don t 
get too excited. Antic mode three must surely be one ol the 
most useless features ever incorporated into a graphics chip 
(which is probably why Atari didn't bother making it accessible 
from BASIC) Anvway, In case you re interested. Listing 1 gives 
V ou an Antic 3 screen. What you get is a Graphics O screen 
with each character ten scan lines in height instead of eight - 
which might at first sound rather useful. Not so, Remember a 
character is defined by eight bytes, so two of those ten scan 
lines cannot be defined. What actually happens is that the top 
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QD 10 REM «W LISTING 1 ** 

OH 11 REM Sots Up Alltic node 3j not 

KG 12 rem much use (if) less you redefine 

NV 13 REM the character set. On the 

AS 14 REH Other hand* sdh# iwpartant 

H t is REM basic principles are denon- 

HF IS REM straterf in this prograw, 

BH 17 REM 

10 2» BflTd 112, 112, 112, 6? , 64 r 156 

OB IB DATA 3, 3,1, 3,3, 3, 3, I* 3, 3,3, J, I, 3, 3 , 

3 jr 3 , 3 

TF 40 DATA 65,32,156 

AI 56 GRAPHICS B ! POKE 559 , 6 : F6R E=3«9BH T 
0 39994: READ 1 0 : POKE E , D I HEKT E ! POKE 35 
9,34 

NC 53 REM 39966 is the usual Start add- 
00 54 REM -ress of the graphics a 
90 55 REM display list (Chech against 
LC 56 REM location* 566/1 if you like), 
BO 57 REM 

tj 60 rem Line 26; three blank lines, and 
bc 61 REM LMS instruction indicating 
PS 62 REM that video Menory starts at 
TP 03 REM 4B88B {156*256+64=40088} , and 
RR 04 REH also that one line of Antic 
HP 66 HEM node 3 is to be displayed. 
UN 66 reh Line 30 j another eighteen lines 
LZ 67 rem of Antic 3. Mote that the 
VT 60 HEM total ft Of Scan lines is only 
OK 09 REH 19*10-196* but this value 
00 76 REM is close enough to 192 to be 
RP 71 REH acceptable. 

AK 72 REM pointing to start Of list. 
HO 73 REM notice that since there are 
02 74 REH only 19 lines on the display 
BU 75 REM and not 24 the OS sets a bit 
RU 76 rem confused, and won't scroll 
I A 77 rem the screen properly. 



E5 8 REH «*» LISTING 2 *** 

mi i rem i line Mode e , lots of mode 6, 

cm 2 rem and 75 lines node is.., 

CI 3 REM all nixed UP , * . 

MJ 4 REM 

HG 18 GRAPHICS 6+16 

MH 20 0L = PEEIC(566}+PEEK £6613*266! REH Star 

t of display list 
MJ 36 POKE OL4X, 64*2! POKE 0L+123 f 2;REH Tn 

o lines Of GRAPHICS 8 
LA 46 FOR E=0L+1Z4 TO OL+198 ! POKE E,l4 : NE 

KT E;REH 75 lines GRAPHICS 15 
KH 58 COLOR IePLOT 5,8: DR AHTO 5j 191 ! REH d 

raw a line to show what's been done 
LG 188 GOTO 166 



LISTINGS 1 , 2 and 3 



Fl 8 REM WW LISTING 3 *** 

01 1 REH Sinple DLI; changes the 

ov 2 rem feckgrotind colour of a node 

OK 3 REH 0 display halfway down the 

OH 4 REM screen... 

HK 5 REH 

EU 9 DATA 72, 169,6, 141, 10, 212, 141, 24, 2 88, 
1A4, 64 

LA 16 FOR Erl53 6 TO 1546 6 READ D : POKE E,D: 

MEKT E : REM read in DLI data 
UR 26 GRAPHICS 8 : DL = PEEIt C566J +PEEK C 561 ) #2 

56 i rem node 0 and find start of OLIST 
JH 36 POKE OL+16, 2+126 ! REH one node 8 tin 

e and enable DLI on that line 

ZO 40 POKE SL2,0!POKt: 5 13 , 6: REH point tO 

start of DLI service routine 
MD 50 POKE 54266,192 l REM enable all OLIS 
DE 78 REH 
BF 00 REM 
VI 160 REH *r$008 
if Q 118 ACM PHJA 
ME 126 REH LDA SB 
JN 130 REH STA 64282 
GM 146 REM STA 53272 
30 156 REH PLA 
OP 100 REM RTI 
tfU 170 REM , END 



;sau# A 

; grey , luMi nance 8 
;wait for h. sync 
jstore colour 
;pop A 
; return 

; that's all folks 



two bytes of each character are put underneath the rest of the 
character, so you need to define a new character set to make 
use of the mode. Bizarre. ] have actually seen the mode used, 
in a word processor, to give true descenders on lower case 
letters. The mode was no doubt provided for such purposes, 
but realty, if Atari are going to give us 'surprise" modes, they 
could at least make them worth the effort of accessing them. 

FINDING THE SCREEN DATA 

But let s move on to more interesting things. You are no doubt 
also wondering why Antic 15 represents four BASIC modes. 



You will have to wonder a little longerl But all will be revealed 
later. For now. we should examine the oLher instmrrions In 
lhe Display List. Remember the '7Y at the top of Lhe Graphics 
2 list? This is actually two instructions held in one byte; one is 
a mode line instruction, held in the lower nybble of the byte, 
numerical value 7, the other is held in the high nybble, and is 
known as an LMS (Load Memory Sean) instruction, value 64. It 
is always followed by two other bytes (an address); it tells Anlic 
where in memory it will find (lie image data which is to be 
displayed on the screen , Normally the address provided Is the 
same as the address held in locations 88/89 - the start of 
screen memory - but more later. It is important to note, 
incidentally, that if the screen memory is about to cross a 4k 
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6E 


0 REM #** LISTING 4 *** 


LY 


148 


REM 


LOA 


H6 






JH 


1 OEM 12ft colours on gr 7 screen 


vo 


ISO 


REH 


ST A 


547 


■» 


hi of int, vector 


5G 


2 REH awKward to trse and set UP but 


KG 


166 


REM 


RT5 




J 


90 back to BASIC 


HE 


1 REM it's about the only Method 


RM 


106 


REH 










J£ 


4 REM possible in nodes 8^-11,14,15 


HH 


17B 


REM 


PHA 




I 


save occuMuiator 


HK 


5 REM 


II 


180 


REM 


LDA 


tf.192 


i 


enable dli t s 


KG 


6 DATA 72, 138,72. 174, 00,2,206,00,2,200 


ML 


190 


REH 


STA 


54206 








,8,16*, 56,141,06. 2, 141 , 18 , 21 2 , 1 B9 , 256 , 


JL 


20O 


REH 


LDA 


»226 


I 


change interrupt 




120, 141, 22, 200, 1«* 


va 


218 


REM 


STA 


546 


j vector bach to 


HJ 


7 DATA 95,126,141.23,200,163,191,126.1 


RH 


220 


REH 


LOA 


til 92 


jHh«t It should be 




41, 24 .290,104 .170,104, 64, 0,0, 0,0, 0,0,1 


10 


230 


REH 


STA 


64 7 








04,169,89,141,34 


JB 


240 


REH 


PLA 




j then continue 


WT 


6 DATA 2,169,6,141,35,2,16,72,109,152, 


GY 


288 


REM 


J HP 


£6461 


j with tut- routine 




141, 14, 212,169, 220.141, 34, 2 , 100, 192,14 


OR 


200 


REH 


,EN0 








1,30,2,104,100.34,2 


RB 


27B 


REM 










HO 


9 REM 


CE 


200 


REM 




DLI *** 


* 




UK 


IB FOR £-1336 TO 1614 1 REAP OlPOKE E,0l 


RF 


298 


REM 












MEM T Ei REM rild in M/codo 


JK 


296 


REM 


*-1536 






PZ 


30 GRAPHICS 7+16 i&L£PEEKCS601+PEEK (681 


OS 


388 


REH 


PHA 






j save the 




1*256: REM find start of DLI5T 


LU 


316 


REM 


TMA 






j iccvwilator and 


m 


35 POKE DL+2 , 112+126 ! POKE BL + 3 , 77 + 1 2 6 i 


TI 


320 


REH 


PHA 






jM register 




TOR E = 0 TO 99 1 POME OL + E, 13+120 i MEMT El 


sy 


338 


REM 


LOK 


660 




j location 800 


■ 


REM Modify DL 


MC 


348 


REM 


DEC 


6 OB 




icounts froM 


m 


40 POKE 6 96,96 SPOKE 512, B! POKE 613, 6 1H 


OH 


350 


REM 


SHE 


OK 




t 96 down to 




~USR E156I) : REM initialise counter end 


DC 


368 


REM 


LDA 


«96 




i zero 




0LI vector, start V8I 


CM 


370 


REM 


STA 


666 






os 


50 COLOR HFOR E-0 TO 189 STEP 6; PLOT 


PO 


300 


REM 


OK STA 542B2 


1 MSYMC 




E, 8 ! DRAWTO E, 95 1 NEKT E I REM draw SON* 1 


ML 


39B 


REH 


LDA 


32255 , 


H 


;6B8 is also 




ines to show whet's happening 


GK 


400 


REH 


9T0 


53270 




;used as an 


GN 


00 FOR E=0 TO 93 ; POKE E+32256 , E 1 MEMT E 


UC 


410 


REH 


LOA 


32331, 


H 


; index to tables 




: REM loadsa colours! 


ZH 


420 


REM 


STA 


33271 




; for the three 


TO 


70 GOTO 7B 


LH 


438 


REH 


LDA 


32447, 


H 


j colour reg'rs 


TM 


90 REM *#* VBI *** 


TK 


448 


REH 


STA 


53272 






IZ 


100 REH W=150T 


HA 


450 


REH 


PLA 






j restore the 


HZ 


HO REM PLA {initiate UBI 


ZF 


466 


REH 


TAN 






i CPU registers 


5D 


128 REM IDA B5 9 


HK 


478 


REH 


PLA 








MM 


130 REM STA 546 


TZ 


4BO 


REH 


RTI 






i and return 


listing # 


DZ 


490 


REH 


,EN0 








GH 


0 REM *HW LISTING 5 «Hf 




urs 










Listing 5 


IT 


1 REH Provides up to 12a colours on 


KF 


70 


GOTO 


68: 


REM easy 


* i nni t? 


PP 


2 REM a graphics 7 screen Coon?) 


if F 


SO 


REH 










NX 


3 REH 


6G 


90 


REM 










FU 


S OAT A 72,130,72,174,11,212,142.16,212 


TI 


188 


REM 


W-S66B 








, 109 , 241 , 126 , 141 , 22 , 208 , IBS, 61 , 126 


GH 


110 


REH 


PHA 






; save reg'rs 


QP 


6 DATA 141, 25, 200, 109,177, 126, 141, 24, 2 


HH 


128 


REM 


T HA 










00,104,170,104,64 


FL 


130 


REH 


PHA 








KY 


IO FOR E-1536 TO 1566 : READ D i POKE E , D : 


MU 


140 


REM 


LOH 


54203 




!6#t V COUNT 




MEMT El REH DLI data 


RD 


100 


REH 


STM 


54282 




JHSYNC 


EH 


20 GRAPHICS 7+16 ; DL^PEEK C5603 +PEEK €861 


AZ 


198 


REM 


LDA 


32241, K 


i use mcount as 




1 *2 56 I REM Find DLIST 


BO 


208 


REH 


STA 


63270 




; an index - note 


AZ 


38 POKE 0L+2, 112+120: POKE 0L + 3, 64+13+1 


uJ 


218 


REM 


LDA 


32337, M 


;that the top 




28 I FOR E = 6 TO 99: POKE DL+E , 13+128 : MEMT 


HZ 


226 


REH 


STA 


53271 




jMode line is At 




E : REM Modify Dlifit 


HO 


238 


REM 


LDA 


32433 


,H 


I UCOUMT-16, 


OP 


40 POKE 612,0: POKE 613, 6: POKE 54286,19 


oc 


248 


REH 


STA 


63272 




; not zero- 




2: REM DLI vector end enable DLls 


HE 


250 


REH 


PLA 






it 


13 


80 COLOR 3 : F8 R E = 6 TO 98 i PLOT 6fl,£:DRA 


00 


260 


REH 


TAH 










HTO 94 , E I MEHT £ s REH do so He lines.,. 


VJ 


Z70 


REM 


PLA 






; set registers 


ZC 


60 FOR E=32256 TO 32236+96 3 POKE E+192, 


TZ 


290 


REH 


RTI 






; and return 




CE-J2256l*2 : RENT E i REM and pretty colo 


06 


300 


REM 


. f MO 







14 
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DC II REM «H* PAGE FLIPPING «t# 

IV 1 BEH Ft ills four SiNple graphics 2 

V* 2 BEN 2 str*ens by Changing the 

TT t HEM Llffi address . A bit poitltl#» 

ED 4 REM in rtode £ With S4JCh a sinpjp 

TV 5 BEH d*sighj but page flipping does 

OF 6 REM com into ist own when you're 

hp 7 rem dealing with hi -res screens . 

MO 9 urn 

GU 18 FOR M-8 TO % STEP 2 

bk 2« UflPHic 2: REM to clear the screen 

KK 38 POKE 98, 8 : POKE 8? , 88 + N : REM 05 fCTie 

n pointer; 4 screens 512 bytes apart 
AH 48 POsrriOH 9, J:* n* i t * M * M HM MK 

ii 

HV SS ? B8|" » screen ■■ ; RV2+ ju 11 *" 

Alt 68 f *» ; " m i* H*wmHHM r W Km a * 

KO 74 NEXT H 

BF 88 REN 

»C REN 

TI 188 GRAPHICS 2 

HO 118 DL=PEEKC56BJ *PEEKC56iJ»256 ! REM fin 

d dlisplay list 
*R 128 FOR H-8 TO 6 5TEP 2! REM and do the 

sane loop, except , , , 

AD 138 POKE DL+4 J 8!P0KE DL * 5 , 88+ H : REM thi 
s tiNC it is the LM5 address which get 
s altered 

OL 148 FOR 9-1 TO 250; NEXT 0 i REM wait 
HZ 158 NEHT N 
NO 160 GOTO 128 

Listing 6 



boundary, a new LMS instruction is required. Hence mode 8 
(which uses 8k of screen memory) has a second LMS instruc- 
tion hallway down Its Display List. 

The technique of storing two instructions in one byte is used a 
lot ill Display Lists; one can only assume it is a leftover from 
the eta oi 1-bit microprocessors (anyone remember 4-bit pro- 
cessors!?). It can be awkward, but. works well enough. 

Now. look back at the mode tabic. Two numbers (0 and 1) are 
missing from the 'Antic" column. They are not mode numbers; 
0 is one of a set of instructions to insert blank lines: 

VALUE NO. OF BLANK 

LINES 



0 


1 


16 


2 


32 


3 


48 


4 


64 


5 


80 


6 


96 


7 


112 


8 



and 1 is th e Antic JUMP instruction. It is always used in 
conjunction with a LMS instruction (64, remember?) and an 
address. '[Tins at the end of a Display List you may see a 
sequence such as: 

65 32 156 

which tells Antic that it should jump back to 39968 
(32+ 1 56*256=39968) and continue execution from there. Nor- 
mally, of course, the address will be that of the beginning; of 
the Display List. In some instances a jump is required in the 



middle of a Display list, if the list is about to cross a lk 
boundary (another 4-bit throwback), although it is unlikely 
that you will come across such a problem. 
You may be wondering, incidentally, what use a 'blank line" 
instruction has. This will become clear later. 

THE TROUBLES BEGIN 

So far, then, everything's hunky-dory. Well, not quite. 
Although at first glance it might appear that modes can be 
mixed at will, there are restrictions and rules. The most fun- 
damental of these is that the total number of scan lines 
displayed must be equal to (or close to) 192. Blank line in- 
structions can be used to fill out a small screen (see program 1 
for an example). A large screen (say 200 scan lines) can 
usually be accommodated, but if there are too many lines the 
picture starts to squirm- 
Then, you must make sure that the modes you are mixing all 
use the same number of bytes per line, if you arc not used to 
the screen format of Atari machines, I must digress slightly at 
this point to explain. 

Information on a screen (that is, characters or graphics - 
nothing to do with Display Lists now) is held in an area of 
memory structured as a two-dimensional array. On a Graphics 
0 screen, the array is 40x24, so there are 40 bytes per line - 
obvious really, since there are 40 columns on a Graphics 0 
screen, with each character using one byte. With graphics 
screens, however, it is sometimes not quite so obvious. On a 
Graphics 5 screen, for instance, you have 80 pixels across, 
with each pixel using a quarter of a byte. So, here there are 20 
bytes per line. To save you working all this out each time you 
construct a custom Display List, here are the relevant data; 

MODE NO. OF BYTES 

3,4 10 
1,2,5,6.14 20 
0,7,8,9,10,11,12,13,15 40 

If you mix modes in combinations other than those shown in 
the table, you still get the screen you expect, but you will not 
be able to use PLOT and DRAWTO properly, since the screen 
gets shifted about at the mode line boundaries. 

There are also problems with colour. Whatev er mix of modes 
you select, the OS will not he able to cope with your mixture; 
there is a variable DINDEX Qocation 87) which the OS uses to 
work out whether a cursor is out of range, whether a particu- 
lar colour Is allowable, etc. DINDEX contains the BASIC mode 
number (not an Antic number) of the current screen, and is 
given an appropriate value by the OS on a mode change. 
Obviously, no one value will fit a custom screen, and you will 
find yourself having to deal with, for instance, out-of-range 
errors when (as far as you are concerned) you are stilt on the 
screen. The obvious solution is. of course, not to use any OS 
commands (PLOT, COLOR. DRAWTO. etc.) and POKE anything 
you want to appear on the screen. Yes, It's a bit of a pain. but. 
sometimes it's all you can do. 

SOME SOLUTIONS 

II this all seems a bit nebulous, try typing in Listing 2. As it 
stands, this mixes modes 0,8 and 1 5, Note that these three 
modes all use the same number of bytes per line, so the screen 
is properly aligned [if nothing else). But take a look at the line 
which is drawn down the left side of the screen. It seems to be 
what you'd expect; the line is interpreted as a character on the 
mode 0 sections, and appears in the usual colours on the 
mode 15 and mode 8 sections. But now change the colour of 
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KK fl REM *** CQRRSE SCROLLING *»* 

FS 1 HEM Ret M«rh use, especially in 

LP 2 REM BASIC, hut demonstrates 3 

LV 3 REM technique which mist foe 

KG 4 REM Mastered before fine strolling 

FT 5 REM be attested . 

HO 3 REM 

LP 19 GRAPHICS # 

HO 2fl oisR-ie^eo iREH where screen *e »a r y 
Vi 1 1 foe 

MJ 30 I>L = PE£K CSS0J + PEEK <561>»25fo 

EJ 46 frHI=I«T £BlSP/25*3 ! DLO^OISP- tDHl#256 

liREH Work out lO f hi bytes 0* OISP 
BJ 5* POKE DL + 4, OLO ! POKE 1>L +S „ BHI : REM and 

poke them into tK* LH3 address 
LU fee d ISP™ &■ ISP +48 : rem Hove one line 
HD 7R FOR E=t TO Z5 : NEMT E : REM wait 
5H 6« GOTO 38 



OK REM **» OHE ~L I ME SCROLL »** 

00 l hem If you are intending to noke 

EY 2 REM only part Of your own screen 

mk 3 REM scroll , this demo shows that 

OU 4 REM it can be difficult to 

DR S REM thinK out? the tiSCROL register 

MR b REM actually scrolls TWO lines, 

A j 7 rem one line has been changed to 

MO 8 REM MOde %2 to Make things clearer. 

RO » REM 

ZH I* GRAPHICS 0;&L = PEE*tC5Gei+PEEK«S6IJ*2 

S6 ! POKE 752, JllHEM CllrSOP Off 
C4 28 POKE ^L+i,5> 4+32i REM fine Scroll on 





l ine 10 


HP 


23 


POSITION IB, 19!? "OHE R TV" 


XX 


26 


POSITION 15, Hi? "OMERTV" 


EL 


38 


FOR E=* TO 7 


KM 


31 


FOR F=l TO 58 i HEMI F 


OC 


48 


POKE 34277, El REM USCROL register 


HJ 


SB 


NEKT E 


RO 


68 


FOR E=7 TO 8 STEP ^1 


KP 


61 


FOR F=l TO 58 £ NEKT F 


vo 


78 


POKE 54277 


HM 


ia 


NEKT E 


SI 


f8 


GOTO xe 



Listings 7 and 8 



the line to colour 2. The entire line disappears; not just the 
mode 8 section. You would certainly not expect such a result 
in mode O or mode 1 5. The problem is that the OS thinks that 
it s dealing with a mode 8 screen - and colour 2 is not allowed 
in mode 8, But POKE to the lower half of the screen 
(e.g.. .POKE 38243,541 and there are the coloursl The problems 
can sometimes be overcome by POKEing D1NDEX with a suit- 
able value, or selecting a different mode to start with. But in 
this case, if DINDEX were given the value 15, you would not be 
able to PLOT or DRAWTO the right hand half of the mode 8 
section! You really can't win. unless you keep swapping the 
value in DINDEX: occasionally this will work. 
If you're not too fed up already, you can try illustrating the 
other problem. Change the twos in line 50 of program 2 to 
sixes (mode 1 - twenty bytes per tine). The display becomes 
shifted in places. There is actually a kludge you can use to fix 



this; add the line; 

31 P0KEDL+6,6;P0KEDL+122,6 

and you should find that everything is evened out again. The 
extra lines add more mode 1 lines, such that two consecutive 
Graphics 1 lines use up 40 bytes. If you don't mind modifying 
your planned screens like tills to fit in with the OS, it can ease 
the programming problems, 

lacking back on what I've written so far, it seems as if it's all 
more trouble than it s worth. The thing to do is experiment. 
Some combinations work well, some have to be modified a little 
to make them acceptable to the OS. In any case, we've covered 
quite a lot of ground In rather a small volume of text. Look at 
the DATA statements in the Antic mode 3 program (the items 
of data make up the new Display List) and pick out for yourself 
all the points that have been discussed. 

MORE INTERESTING DISPLAYS 

Now that the basics have been eovered, we can start on the 
esoteric stuff. Let's begin with Display List Interrupts. 
You have no doubt heard of and possibly used a Vertical 
Blank Interrupt: this is where the processor uses the time left 
between drawing one frame and another to carry out some 
task other than that defined by the main program. It is also 
possible to generate an interrupt during the frame scan period; 
in fact, you can generate one interrupt at the end of each line. 
This might appear to be an incredibly powerful feature, but 
although you can achieve some nice effects using these Dis- 
play List Interrupts, there is a major drawback; your Interrupt 
routine has an extremely short time in which to execute. 
Usually there is only enough time to execute a dozen or so 
instructions. Another problem is that there is only one DLl 
vector (512/3). so each DLI has to change the vector to point to 
the next interrupt service routine to be executed. 
Setting up a simple DLl, though, is surprisingly simple. Just 
add 128 to the mode instruction of the line where you want the 
interrupt to occur, place the low byte of your interrupt routine 
address into 512, and the high byte Into 513, then POKE 
54286, 192 to enable Display list Interrupts. One of the most 
common uses of a DLI is to change a colour part way down a 
screen. Program 3 is an example of such a routine. 
You have no doubt gathered by now that it's time for the 
machine code ; the source code for the Interrupt service 
rouUne is given in the REM statements, and needs some 
explaining. Note first of all that before the rouUne does any- 
thing, it must store any registers It Is about to use, since the 
main program will want them back afterwards. The easiest way 
of storing registers is to push them onto the stack; since only 
the accumulator is being used here, we only have to include a 
PHA. And, of course, we have to pop the accumulator off the 
stack at the end of the routine (PLA). 

The main part or the routine loads the accumulator with a 
colour value and stores it in colour register 2. Note, though, 
that before the colour register is changed, the accumulator is 
stored to 54282 - called WSYNC by the Atari designers. The 
actual value stored here is unimportant; what the operation 
actually does Is cause the processor to halt and then restart a 
fixed number of machine cycles before the end of the line, 
WSYNC is, by the way, one of ANTIC'S registers. 
Notice also that it is the hardware colour register which is 
altered, not the shadow register. Tills ensures that only the 
lower half of the screen appears In the second colour; the 
hardware register is updated from the shadow register [706] 
during every vertical blank. As an exercise, try modifying the 
program to change to the international character set halfway 
down the screen. Hint: you need only change three bytes. The 
hardware register shadowed by 756 is 5428 1 . 
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JU 6 fiEH *#H* LISTING 9 «** 
Jn l REM Fin* scrolling, professional 
HR 2 REM style! up or down tPOKE B or 1 
ICS 3 REM into 6021 fast OP Slow C6B1J . 

ro 4 REM Might require Modification to 
UU S REM work in nodes other than 6 . 

MV 6 DATA fl J 72,l?J ( fl9,2,2flB,S,184,iB J 76,2 

26 , 192 , 236«8B # 2,173 , 2 , 285, 89, 2 f 248 , 

5, 164,46,76,226,192, 169 
MV 7 BATA 6,141, 00,2,173,96,2,240,35,236, 

91 , 3 f 173 ,91,2, 261 , 6 , 266 , 57 , 1G9 r 6 , 1*1, 9 

1,2,173,36,156,24,166 
AB 6 DATA 48, 141, 76 , ± 56 ,173,17, 156,1 85 , 8 , 

141,3 7,156, 76, 185, 6. 2 86, 91, 2, 173,91,2, 

261 i 255,260,22,169, 7,141, 91 
5E 9 DATA 2,173,36,166,56,233,40,141,36,1 

66,173, 37 , 166, 233,0, 141,37, 166, 173, 91, 

2,141, 6,212, 164,46, 76, 226,192 
LP 10 GRAPHICS 0 

HI 26 DL=PCEKC566J+PCEK{9613»2B6 
XK 30 FOR E-6 TO 27 I POKE DL + E , 34 : HEKT E : P 
OK« DL+3,58 

fs 36 REM If you want to ■crnli another a 
r«a of memory , POKE DL+4 and DL+fi with 
the appropriate address at this point 

LO 46 FOR F=1536 TO 10Sl:R£A0 Dlt D ! POKE 
F,0 ! NEKT F ! REM don't OMi t the ''DM!! 

CI 56 P6KE 600 , 0 1 POKE 061, 5! POKE 662,l:P0 
KE S46 , 0 j POKE 547,6 i REM reset counter, 
speed 5, direct ion down, start vbi 



vu 


68 END 






B F 


88) 


R.EM 






VI 


106 


REM 


*t-$600 


TZ 


120 


REM 


PHP 




RC 


146 


REM 


Ptlft 




in 


166 


REM 


LD A 


661 


uo 


166 


REM 


BHE 


DOVBI 


GU 


266 


REM 


PL ft 




HH 


228 


REM 


PLP 




BC 


246 


REM 


J MP 


49176 


51 


260 


REM 


60 VBI INC 660 


CM 


266 


REM 


LP A 


606 


HR 


3 BO 


REM 


CMP 


681 



jstore flags 
t and act . 
; speed 

j return if I 



; here if not 
janly do rest 
;of udi if 



Listing 9 



FR 


328 


REM 


BE EJ 


C0RT 


j Speeds (6001 


HO 


34 6 


REM 


PL A 






UL 


368 


REM 


PLP 




I otherwise 


XL 


366 


REM 


JMP 


49376 


j return 


MtJ 


466 


REM 


COHT LBA ttB 


; if not 


YK 


426 


REM 


ATA 

JIH 


68 B 


; reset 608 


PE 


446 


REM 


LD A 


682 


;and go in 


RE 


468 


REM 


BE R 


BACKH 


; appropriate 


UE 


480 


REM 


T U ft 


£ a t 


j direct ion 


UQ 


500 


REM 


LBA 


603 


j do fine 


EF 


526 


REM 


G IIP 


HO 


; until 6 done 


flQ 


S40 


REM 


BHE 


a I dn 




FG 


560 


REM 


LP A 


m 


; then alter 


UP 


560 


REM 


ST ft 


603 


;tne lms 


L6 


606 


REM 


LOA 


39572 


f address 


E> L 


628 


HEM 


CLC 






JU 


548 


REM 


ABC 


tt 4 8 




CD 


666 


REM 


STA 


39972 


j Cadd 483 


9D 


6B6 


REM 


LBA 


39973 




Ffl 


7B8 


REM 


ADC 


86 




AH 


728 


REM 


STA 


39973 




JB 


740 


REM 


iJ MP 


a 1 dn 


j and end » . . 


RF 


768 


REM 


DAjCKH DEC 663 


; Other dir- 


Nfl 


766 


REM 


LDP 


603 


ection 


60 


660 


REM 




8255 




¥E 


B2B 


REM 


BNE 


aldn 


; count front 


HK 


648 


REM 


LD A 


87 


;? to 6 fine 


CO 


060 


REM 


STA 


603 




RO 


066 


REM 


LBA 


39972 




0H 


90O 


REM 


SEC 




; then do 


MG 


920 


REM 


S6C 


846 


j one coarse 


OH 


940 


REM 


STA 


39972 


jsc ro 1 1 


SG 


960 


REM 


LD A 


39973 




LU 


966 


REM 


SBC 


80 





HC 1668 REM STA 39973 
LH 1B20 REM aldn LBA 603 
VG 1646 REM STA 54277 
HC 1660 REM PL A 
IV 10BB REM PLP 
BU 11O0 REM JMP 49370 
GE 1128 REM EH6 
IK 1146 REM 



jail done 
j so store 
I 683 in the 
;U5CR0L reg'r 
; and return 



Program 3 is a very simple example; nevertheless, this type of 
program Is necessary when using some mode combinations on 
screen. Tor Instance, 11 you mix mode 0 and mode 1 , the mode 
0 line appears in a different background colour to the mode 1 
line. This can be easily overcome by altering the colour regis- 
ters Just before the mode boundary. 

KEEPING TRACK 

If DLIs have been enabled on more than one line, the interrupt 
routine will usually have to know which line iL is on. One way 
of doing this is to set 54286 (the NMI enable register) during 
the vertical blank. This ensures that the DLIs start running at 
the exact moment at which the electron beam starts scanning 
at the top of the screen. Listing 4 shows how such a method 



can be used to give an extended range uf colours in mode 7. 
Alternatively, the DLI can use Antic s VCOUNT fVertical line 
counter) register, which holds the scan line count divided by 
two. Obviously this is not of much use in Graphics 8 if an 
interrupt occurs on every linc\ but it can be used to good effect 
in other modes, as progr'am 5 shows, and allows a more 
elegant colour swap routine to be constructed. Both listing 4 
and listing 5 can be Incorporated into your own programs, 
perhaps to produce multicoloured title screens or similar 
graphic displays. 

Notice, incidentally, that VCOUNT holds the number zero at 
the top of the screen, not die top of the display area. This 
means that if you are counting lines using this register you will 
have to subtract as shown In Listing 4 to get a meaningful 
value. 

Trie rest is really up to you, A DLI need not be used to create 
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visual effects; It can be used, for Instance, to process data irom 
an input device where such processing would be Inconvenient 
Lo incorporate into the main program. J once used two DLfa to 
update two co ordinate registers using input from a trakball. 

MORE ADVANCED TECHNIQUES 

Now let s move onto something different. Remember the old 
LMS instruction? I implied that the address it provides need 
not be the same as the screen start address, 88/69. This is 
because the two values have slightly different meanings; that 
stored in 88/69 is used exclusively by the OS for DRAWmg, 
PI OTting and so on. The address stored In the Display List 
tells ANTIC which part of memory will actually appear on the 
screen Thus it is possible to place a design in one section oi 
memorv while actually displaying another, by altering the 
pointers appropriately. It is also possible, by the same techni- 
que, to flip rapidly between pre-construeted screens to achieve 

animation, etc. , 
Program 7 flip, between four Graphics 2 screens, to shew how 
it is done in practice. Remember to change the second LMS 
instruction If vou want to flip 8k screens using this method. 
This page flipping', as it is called, is not really a, useful as 
some programmers make it out to be - mainly because of the 
huge amounts of memory required to swap a reasonable num- 
ber of screens. Also the Hipping usually needs lo be done 
durinft the vertical blank to avoid pitches appearing on the 
screen In any case, the point of discussing all this was to 
demonstrate the fact that ANTIC can actually display any area 
of memory you care to direct it to. The reason for this will 
become clear in a moment when we discuss screen scrolling 
techniques 

SCROLLING UP 

We'll begin with vertical scrolling, since this is the easiest type 
to understand. On less advanced machines, scrolling is 
achieved by moving an area of memory through the screen 
RAM With the Atari, however, the screen memory is moved 
through the user memory: a subtle difference in description, 
but the latter Is infinitely more simple to do than the former. 
Program 7 demonstrates how it is done in practice; here the 
screen memory is moved through the ROM. 40 bytes at a time 
Most of the program is concerned with doing trivial calcula 
tlons: it is the two POKEs in line 50, modifying the address 
pointed to by the LMS Instruction, which actually effect the 

Tusn'ttery impressive, is It? Part of the problem, Of 
lhat the display itself isn't exactly inspiring, and secondly, the 
scrolling is jerky; this type of scrolling is referred to as coarse 
scrolling in addition, the display flickers every so often: this is 
caused by incorrect timing, and is one of the problems associ- 
ated with using BASIC for manipulating the screen, 

SMOOTHING IT OUT 

To achieve a fine scroll, two things must be done. First, each 
mode line instruction of the Display Ust must have the value 
32 added the instruction to enable vertical scrolling. Secondly 
the VSCROL (54277) register must be altered. This re^ster 
should be POKEd with a number from 0 to 15 to tell AN! IL 
how many scan lines to line scroll. This register affects every 
hue on which fine scrolling is enabled. In practice, since 
VSCROL can only be used to move the display through lb 
scan lines, the programmer would arrange for his scroll 
routine to move the display through eight scan lines Ifor modes 
such as 0, with S scan lines per mode line), then coarse scroll 



* TMIS 1* 

* THIS IS> 



Ul 8 **** L15TIH-C 18 ***** 

TE i PEN Horizontal scrolling, a verg 
Ktk 2 REM siWle "Mi in BflSlC so 
of 3 REM display flicker* trwsi. 
Bfl * REM notice that in this case the 
Ho s HEM display list is completely 
UQ 6 REH re-written, and it's easier to 
UC t HE« put it out of the *n page 6 

VM 8 OEM and POKE 568,361 accordingly. 
NO 9 REM 

Utt Ml OftTA lit, 112, A"**' 7 '*' 7 
,B7,#,Oi«7,O*,Of71,*12>l50,7 # 7,7 f 7,05, 

*2 , ISO 
CK 28 DIM A$ C641 , »$ t64> 
SU 30 4*=" 

XNE L »":REN 2* Spaces 
DG 4* 8S" M 

ME 2 «":PEH ditto 
KB SB FOR E = 8 TO J 7 

jo oo poke iBie+E***c**#rt+i**+*>»-*a 

PH 70 POKE 1538*S4*E, A5C CBS CE+1 , E+ 11 1 "32 
Ml 00 REHT E - REM 48 to 78 read the two St 
rings into 1B38-1B73 & ±688-1637 

TO 90 GRAPHICS 2+16 

AS 100 FOtt E = 8 TO 2S;READ D ! POKE 1664+E.fr 
■MEHT E i HEM read nCV display list into 

top half o* page o 
110 POKE 560 1 126 ; POKE 561, 6: REM and te 
11 the antic that it*s there 

128 FOR E=7 TO 0 STEP -1 S POKE S4276,E: 
FOR F=l TO 10 i NEXT W : ME XT E l REN fine-S 
croli one character width 

RO I3e L01-PEEK C167SJ 1L02-PEEK (1670) ! REN 
The two low bytes of the two relevant 
LMS instructions 
EH 148 L02-L02 + 1:L01 = L01 + 1!IF 1-01 = 3* THEM 
L01=eiL02-64:REt1 Add one and start ow 
#r if necessary 
ML 158 POKE 1075 f LO 1 s POKE 1078,L02iflEH an 

d put 'tH bach again 
Ok 188 GOTO 118 i REM go bach for *or • . . 



TH 



140 
LH 
Fft 
Oil 
ME 
FA 
MR 
FJ 
MY 



VE 



IF 



GA 



18 REM *** LISTING 11 *** 

11 rem Hon-standard i»d* deiwjj a 

12 REM »ix of node 1 and Mode it 
is rem What happens is that two 

±4 REM pixels are grouped into one, 

15 REM giving 4*8 characters 

16 OEM instead of 6*6 ■ 

20 6RoPHT.CS 2: POKE 023 * 128 1 POKE 05*, 8 
36 ? «0;"aH3":REM 2nd lower case *a' a 
nd upper case *0' are inverse 
46 ? MO ; b(3-)' ' i PEN as aboue 
58 ? ttes-'caar^REM ditto 

68 FOR E=?85 TO 712 ! POKE E* 14 5 MEHT E;P 
OKE 55^ J 34:REM All colour registers so 
t to bright white 

70 FOP E=l TO 6iREP0 D : FOR F=l TO 358; 
MEHT F:P0KE l>,8:MEXT E : REN set colour 
registers to zero one by one 

00 OAF* 70S, 780.787, 78*, 7*1, 71* 



Listings 1 0 and 1 1 
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through one mode line, simultaneously resetting VSCROL. 
Before we modify program 7 for fine scrolling, take a look at 
program 8, which fine- scrolls just one mode line, to demons- 
trate how VSCROL is used. Incidentally, VSCROL is a register 
in ANTIC, and since ANTIC decodes the processor R/W line in 
much the same way as an address line, the register does not 
behave like a normal memory location; you can POKE to it, but 
you can't read meaningful values from It This is a 'feature' 
common to most of the I /O chips. 

But back to listing 8. You have probably found that there Is 
nothing wrong with the scrolling but. again, the screen flick- 
ers, This gets worse when we start moving the I, MS address 
around as well, and the only solution, unfortunately, is to alter 
the registers during the vertical blank. 

PUTTING IT TOGETHER 

Program 9 is the all -singing, all -dancing vertical scrolling 
program. There is an up /down register (601) and a speed 
register [602) which you can POKE to achieve the effect you 
want. As is stands it scrolls through the standard mode 0 
screen (that is, from address 40000), but you can easily adjust 
It as shown to scan through any other area; thus you ean use 
fine scrolling in your own programs without even having to 
know what's going on. 

... AND DOING IT SIDEWAYS 

Now for horizontal scrolling - probably one of the most effec- 
tive display manipulation techniques. Here you need to add 16 
to the Display List mode line instruction, and HSCROL (54286) 
is the one to alter to achieve fine scrolling. Horizontal serolling 
is a little more complicated than vertical scrolling in that the 
screen has to be effectively split into many separate screens, 
Hi til an LMS on each line. The reason for this may not be 
immediately obvious, but imagine shifting a one-dimensional 
memory array through a two-dimensional screen; you should 
be able to see that this would result in a wraparound rather 
than a scrolling effect . Study lis Ling 10. which shifts two lines, 
each B4 bytes long. Notice where in memory the LMS instruc- 
tions are pointing; the two lines are stored as if they are to be 
printed on a screen 64x12 instead of 20x12. Of course, only 
twenty of the sixty-four bytes actually appear on the screen at 
any one time: the two LMS addresses are incremented to 
produce the scrolling effect. Note that both LMS Instructions 
have to be altered together. 

If it's difficult to see quite what's going on, imagine moving a 
window along several long printed parallel paper strips; this 
provides a useful illustration of the process. 
Because there arc so many differenl effect* based on horizon- 
tal scrolling, it is not possible to give a general- purpose prog- 
ram which can deal with all of them, so you are really on your 
own, But, if you have a reasonable knowledge of machine code, 
you should have no real problems. Remember; each line must 
be defined separately and pointed to by a separate LMS in 
stmction. Also note that the HSCROL register scrolls one 
'colour clock", Ihe wldlh of TWO nmde 8 pixels. This means 
that to move, say, a Graphics 0 character one space to the left, 
you change HSCROL by four (not eight). 

BOTH WAYS AT ONCE 

And if you can master all that, you can probably master 
anything. You might like to try scrolling a screen diagonally; 
tills involves adding 16 and 32 to the DL instruction, and 
arranging your memory diagonally; it is rather difficult to 
visualise a diagonal screen mapped as a one-dimensional data 



set, and even more difficult to put a design on a diagonal 
chunk of memory. However, if you can get it to work, the effect 
can be most impressive, as demonstrated by games such as 
Zaxxon. 

MORE TRICKS 

That's really all there is to know about Display Lists. But 
there are still one or two more tricks, which, though not really 
anything to do with Display Lists, ought to be mentioned. 

Now, you might think that a total of seventeen modes Js 
impressive for a machine as ancient as the Atari, but what Is 
often kept a secret is that you can not only combine different 
lines of each mode, but you can also (to some extent) roll two 
modes into one. 

To explain this, let's go back to the beginning of this series - 
remember the Antic 1 5 paradox? Modes 6\9, 10 and 1 1 all have 
the same ANTIC mode number. When you select a GTIA mode 
(so called because they are only available if the GTIA chip Is 
fitted - the first Ataris had CTIA, a less sophisticated ICL what 
actually happens is that the OS sets up the Display List for 
mode 8, then alters location 623. This register is normally 
associated with player/missile graphics, but the upper two 
bits are used to select mode 9 (%01xxxxxx] H mode 10 
(%10xxxxxx) or mode 1 1 {%1 lxxxxxx). The interesting part 
comes when you starl using Display Ijnis t-A'-.w: Hum the one 
for mode 8. 

Tills Is one of those things best discovered by experiment, 
since there are 42 possible mode /POKE combinations - most 
of them completely useless. Listing 1 1 demonstrates the gener- 
al technique, with a Graphics 12-type display with seven 
colours instead of four, Incidentally, the most interesting 
modes can be 'invented' by starting with a text mode rather 
than a graphics mode. 

Try substituting different mode numbers and POKE different 
values to 623, until you get a mode you might find useful. 

OTHER INTERRUPTS 

To conclude this article. I think a word about Vertical Blank 
Interrupts is required. There are many occasions where it is 
necessary to manipulate information on the screen without 
causing flickering or other glitches. A VBI is a short program to 
which the CPU switches during the period when the display is 
doing effectively nothing. The screen is re drawn every l/50th 
of a second, and a VBI can occur at the end of each frame. 
The OS already uses some of the Vblank time for its own 
purposes (updating hardware registers from shadow registers, 
reading joysticks etc). When the Interrupt occurs, the OS 
executes a J MP through 546/7, Normally this vector points to 
the OS service routine, but it can be changed to point to your 
own interrupt routine. Of course, any user routine must ter- 
minate with a JMP to the address normally held in 546/7. 
While the screen is being drawn, a second in term pi routine 
can be executed, the deferred VBI. This is vectored through 
548/ 9, and Is executed after an immediate VBI, if the function 
of the main program is not of a time-critical nature (the 
deferred interrupt would not, for example, be executed during 
disk I/O). 

Program 12 contains an example of a VBI, All it does is slowly 
Increase and decrease the colour 2 register to give the pulsing' 
effect often used on game loading screens. 

A VBI has a much longer Lime period than a DLI in which to 
execute; an immediate VBI gets about 4000 machine cycles 
[that's about enough time for 1000-2000 instructions), and a 
deferred interrupt has about five times that. This means you 
can execute fairly complex procedures and not cause any 
reduction in the speed of the main program. 
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TB 7 DAT* 8,72, 286, 256, 6, £88, 44, 173, 254, 6 
,141, 255,6,173.25*, 6, 240,13.2*3.197. 2. 
173,197,2,281,12 

E5 8 DAT* Z88 F 23 f ifi9*ij 141 j 253 ,6,76*51,6? 
286,197,2,173,197,2,261,4,288,5. 1*^1, 

141,253,6,40 
HK 9 DAT* 164,76,226,192,184, 169,8,141,19 
7,2,169,0,141,253,6,162,6,160,8,169,6. 

32,92,226,96 
SA 10 GRAPHICS 8:*ETC6L0H 2,8,6 
RH 28 FOR E=1536 TO 1612:HEAD D;POKE E,D! 

HEMT ElLIST 
MU 38 POKE 1791,2:P0KE 1790,2 
OJ 46 H=U5Btl5923 lEMD 
pD 68 REM 
pf 68 REM 

166 REM *=1535 
PC 12* REM PHP 

1W 140 REM PHA 

R5 160 REM f»EC 1791 

UCt 16B REM ONE 6« 

DO 268 REM L&fl 1798 

MZ 228 REM 9TA 1791 

¥L 248 REM LDfl 1789 

HZ 268 REM 6E0 &OHH 

frj 288 REM IMC 789 

ZJ 388 ft EM LDft 789 

¥P 328 HEM CMP «12 

VK 346 REM ONE OK 



sav* status 
;and act,. 



j check upAdnwn 
; count up 
j COlour=12 



Listing 12 - tficjinal oaef 



DISPLAY 
LISTS 



The short program stored at 1592 is used to initiate the VBI. 
and needs . little explanation. Normally to change a vector you 
slmplv PQKK the two hytes in question. However, when dealing 
with an interrupt, there is always the possibility that the 
rhanfie will occur just as the interrupt is being serviced, when 
this happens the machine tends to crash. TOe normal method 
of changing a vector is to store the high byte of the mtemrpt 
service Tontine in the X register, the low byte in 
and me vector number In the accumulator, then call SEW H\ 
a special routine written to set the vector in a controlled 
manner. The code for an immediate interrupt is 6. that for the 
deferred interrupt is 1. Numbers 1-5 are for system timers 1 to 
5 incidentally- 

And that's it, What is perhaps a noticeable omission is a 
mention of player-missile graphics ■ well, there you are. I ve 
iust mentioned ihem. But seriously, since these have been 
covered in Page 6 recently, It seems pointless to go over it all 
agZ in any case, getting to grips *Uh Display Usts should 
Keep you happy for a good while yet. 



RU 368 REM LDfl HO 


j yes , chanS* 


6F 388 REM 5TA 178? 


; up/ down nesf i 


ZD 488 REM JMP OK 




Zft 420 REM DOHW DEC 789 


J C O U 1 1 v flu mi 


ZS 448 REM Ll>6 78* 




RU 468 REM CMP «4 




TP 468 REM 8HE OK 


JC 588 REM LDA ttl 




BL 528 REM 6TA 1789 




OA 548 REM 8K PLP 


; end-get status 


K S 568 REM PLfl 


; and acC , 


AH 588 REM JMP 49376 


i return 


PE 688 REM ENI> 




QU 628 REM 




qZ 646 REM 




WD 668 REM 




Jf 668 REM *=1592 




GZ 766 REM PLfl 




CP 728 REM LDfl «« 


■initial COlO Uf 


IK 746 REM 5TA 789 




JC 768 REM LDfl UQ 




BJ 788 REM 5Tfl 1789 


;up/do«n refl'r 


ZO 888 REM LDH «6 


J hi 


FZ 628 REM LDV H8 


; lo 


AO 848 REM LDfl »k 


;code for UBI 


HP 860 REM J5R S145C 


j SETUOU 


TA 868 REM RTS 




FH 988 REM END 




QV 928 HEM 





TYPING IN THE LISTINGS 
FROM NEW ATARI USER 

AND GETTING THEM RIGHT! 



You will notice that the program listings in 
NEW ATARI USER have a two letter code be- 
fore each line. This code is used by our typing 
checker TYPO 3 ■ a program designed to en- 
sure that you can type in program lines with no 
mistakes whatever. You can type in the listings 
as they stand - you don't type in the code -but 
we strongly recommend that you use TYPO 3 
to check your work. 

TYPO 3 i$ published from time to time in tne 
magazine but If you do not have an issue with 
the listing in, you can obtain a copy by sending 
us a large stamped addressed envelope. Alter- 
natively send £1.50, payable to PAGE .6, and we 
will send you a tape or disk with the TYPO 3 
proqram ready to run and with full instructions 
for use. Please be sure to state whether you 

require disk or tape. 

Please note that we will not provide any help 
if you have problems with the listings unless 
you have used TYPO 3 to type them in. 
Write to PAGE 6, P.O. Box 54, Stafford, ST16 1DR 
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520 ST 




W iriinv!"« i ' !P 





Tna Alan Supar P*cJi a I dm I Tat you ir ycnj Mm ha qaI olf ii) a 1^iPij van 
with tht bat n aMartalnmnnt icAtmnn. Tho P&m ircjudM a fi?fl£T-FM 
with ' ,Mt H/-M. a b>ji> in 'Mb dolt dnw, dw HffiO o) iDp gamaa and ■ 
joystick. If you buy 11m Super Pack « SOca Sup, wa will add our -own ST 
Starter KH (wnrtn ever on}} Froo Ol Chjrfto. HelLrn the coupon far datalu. 



1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES 

Airtmnold N imagine El 9,99 

Bvyorm The 1 Palscw El t" £19.M 

Black Lamp Fkehird £19.95 

Buggy Boy Elite £15.95 

Chopper K MasttttroniC £9,3* 

Ikart Wurdort Elite £14.95 

Marble Madness Electronic Arts, £24.95 

dyad "alien Ujoxjlrgn Eia,3§ 

Ranarama He*son Cor»suilanls £19.95 

Rdum To Genesis Firebird E19.9S 

Roadwara Melbourne Hquk El 9.55 

$tarquah- Mandarin £19,95 

T«t DrtV* Elactronsc Arts £24.95 

Thrust Firebird £995 

Thund-rc-ti Elite £14.95 

Wizball ocean £19 « 

Xtnon MelboL me House £19.95 

Zjrn-pa Hews or CbrraurtanlE, £19.99 

SPORTS SIMULATIONS 

Elite £19.95 

Tynesoft £19,96 

Tyrt&SOrt £19.9* 




Eddie Edward- Super Ski 
Seconds Out 
Summer Olympiad '88 

PRODUCTIVITY SOFTWARE 
Or-.artlt+r Triangle Publishing £49.9* 

JOYSTICK 

. Atari Corp £4.W 



INCLUDING VAT 



A1*d CX40 JoyatlC* 

FREE ATARI BUNDLE VALUE £450.97 



With SM124 mono monitor: £498! 



With SCI 224 colour monitor: £698 S3 



1040ST-FM PROFESSIONAL PACK 



NOW WITH TV MODULATOR 

Fat 1ho xrtidus homo usnr nrvd ttwi small ftusinass. we ana 
pldaaed lO ahrtCkjAC4 A iWw package based around 1hc 

1O40ST-FM The KMOST-FM nas 1Mbyte RAM and a 
IMbylD NiiK-jn rJiak clriva In -.coition. 1hfl lWOST-FM 
now L'umes with a TV mcduiala-f buih- n. <Thn previously 
available ICWST-F deaisned (or use with a monitor 
only vnr) <jlrj not come with a modulalo*.) Tnla modulator 
allows the 1O40ST-F In. cki pluggnrt directly into any 
domes!*; TV -aeL and cam** camplnle with a load !□ 
allow you to do so. The new 'Froiesaional Pack' 1rom 
Sii*m includes the iCWST-f-M wtn modulator pluB 
four high quality software packagon, including a snrrarj- 
*fte*L databaae, wO'd processor and programming lang- 
uage This Proteasional Facte aottware *'ll enable you to 
get straight dawn to businwis, with yoir now compiler In 
addition to this software (worth E364.84>, il you buy- ihn 
Fro4»«ionai PacK Trom 5»llca Snop, you win alao receive 

the Silica ST StarHir Kit ^worrh rjvur tSKjTJJ. free Of 
Chang*. Return the coupon To* rurther intnnrnarlKin. 

£499 




INOLiJrsiNrt VAT 



With SM124 mono monitor: £59655 
With SC1224 colour monitor: £796" T 



ATARI 1G40ST-FM fCampubari £499.99 

VIP PROFESSIONAL (Spraaiisbpntl £149.95 

MICROSOFT WRITE iWbrri 

SUPER BASE PERSONAL iTumtMisnj £59,95 

BASIC DISK A MANUAL iLsnouBoaJ £24.96 



NORMAL RRP; ESS4,R2 

LESS DISCOUNT: -£385 52 



PROFESSIONAL PACK PRICE: £409.00 



2Mb & 4Mb MEGA ST 



Thfl WE-Ga ST compmwa anj sty»wJ » bs HrjmwBlaM Hflytwart) *Uri b sep*ale CPU, 
CDnnecled by a coiled Iriophrjne style cable. Tlwira am two voninns rH 1he Mt-CiA ST. 
one with 2Mbyle» Of RAM and Ihe Olher wilh 4Mbytas. Each version haa a 1Mbyte 
Oout* sided dlBk dnva hiifl-in to ma CPU unit. The MEG* 5Ta do not come w«th 

moditlatQr huill -in and must thftraforn b9 uswJ wltn * monitor. With every METjA, ST 
purtnaaed, we will add the 'Professional Pack' software (worth £3*4.831 delarind 



abc^e. plL* the Sil- 
ica ST StariBT Kit 
(worth av4r £2Mi 
both F"«OI Charae. 
ftBtAim lh? coufKin 
fcr J i. '1l-«r ;:«la : 



2Mb MEGA ST 



+ mono moniktr = £S9fl 
t- colou r monitor = £1 196 



4Mb MEGA ST 

£1199;: 

- mono m{Hii(ar = £1298 
+ colour monitor = £1 4$$ 





DTP Pag eStream £149 



*VAT 

l:i.-' :\h 



OekVip PubtMiinO (DTP) a dob ur the huted grrwinn applicakam for panond 
tvoipuW*- p*rtnM to a^v^Ktl £>7mt*iil Inw-Knt package re *w Alan ST 

<MllH R»e*Sli*»» P*9*Sir«t#i torn Crty H*9 << WT'£i7i 39} and. bacaLiH rl 
■Qih* an Atari 1040ST and « S**0f* 5A-190AI y™ can t» up and 

running *Hh i uijTfitMt ayvHun <or lw lhAn FIOOO {rf The IhIutM <il 

-»Vf7,ir*ini ar« kalMl to ah« rigM It you wixld Uihi ri^rhar' \ntQtmt6v C* Ihit. 
{Hrflrjm, umptata and nrium 1ha oewpor bafehr, ticking ttM TJTP ecu. in rha> cpmar 



' TEKT FLOW AROUND GHAPHICB. 
' HOTAT1DH DF TEXT A QHAPHrCS 
' £mMT OH TWIfeT AJfX OBJECT 
P05TSCWIIFT COMPATIBLE 

TAG nmcTKM 

AUfO'»1*NUiAL KaWMtta 1 MYTH t MATKJ H 

OHOUPWB Of outers 



The range ol Atari ST compuier* rjPfer^ Kimeitiing for ewwyane. From the garT>rt anthusifwi 
■who' wruHi Ihe challenge of 1he ve<ry best irv arcadi attiun, m n-« husjnajssrnan who wants to 
make financial lorscaals or rau'i <:ss ptewntalioiis. The ST offere high qufllily grapti ::s 
sound and speed for ihe gamer, wbilat proMidmg a last, usrir rrinnHly jind affordable soautoon 
to bualneao. The ST is n<rw firmly wiabHshed in 1he home environment and boaala a wnMftfl 
-Of iMinr;; in educetion. loca government, television, and a variaty ol d>fiereni businesses. 
Software tor 1ha range atrateha* lo cover applications as dwrsa as ENTERTAINMENT. 
ACCOUNTS, ART, COMMUNICATIONS, COMPUTER AIDED DESIGN. DATABASES 
DESKTOP PUBLISHING, EDUCATION, MUSIC. PROGRAMMING. SPREADSHEETS, WORD 
PROCESSING and more For a full lis-1 ol the software, ava la&le aa. well us drills iho ST 
range, complete and return 1ha ooupon :>!(■:■* ac pm* o>^i ri tu tw lH tur^ k< »nu tta 



52QST-FM EXPLORER PACK 

WITH BUILT-IN 1Mb DISK DRIVE 



I — 





The value 1or money oMered by the Atari ST range '9 rellected in tne Explorer Pach 
featuring the S20ST-FM compute* wi|M 512K RAM. The 5205T-FM computer no* 
ccHmea wrth a built-in 1 mo rjouWe Sided dis-k drive as well as a free mouse control lor 
and a built-in TV modulalor. The. new &20ST-FW Explore Pack Includes the 520ST- 
FM Cdnnpurter, Ins arcade game Ranarafna, a tutorial program and some useful 
desktop accessories. In addilion, il you buy the Explorer Pack from Silica, we will 
give you Ifte Sitica ST Starter Kil wor* ovbi £200, FREE OF CHARGE. Return tne 
COupOn ror details ol our Starter Kil and qI the full ST range 

£260 




£299 



+ SM124 rmono monitor: £398! 



+ SC1224 colour monitor; £596 % 



WHY SILICA SHOP? 



BelOre yell dociUe when 1a buy your turn Alar 5T 
COmpoMr «6 tiu UHisKJer rtry canHully VnH ERE 

yw buy 4- Than a/n HANr mmpeniw »fo tan otfai 
yuu a DOmpuCer, a tav periphnnli and tne Irp Ian wlinj 
iire^ "'ipii; ; e -EWE0 cwnpaniea wha can otfnr a wde 
r*ngB Crf prndijCts ror yco' C0fl"pJlai Ji*-d *ipfl acf^De 
and help -ahen ynii nmrf it Th^nj 15 CJNi_y ONE 
Campar-y w'u can provide the largest rarga crl Alan ST 
r&ttw peoflLCH n r» UK. a nil! time Aiaii ST ipeculiit 
hichnical tirHplinfl arc m-rJeplh are/ EuOOCfl. int- 
luflirc trot mmlellen ard brnchiircs cdriarwj Ir y-i.ir 
door ror at long la yOj -etiLire atV you purchase your 
rnmpLrtw Truvt nnn wmpany tj IJJica StiCO tk> hM 
bean eslMlsnod in 7k hpme ccmputw larfd lor Inn ya>nj 
With an atonal lumover r ejoass Ol CS 7nHi:r ard ar 
npw dim in ir«t ojr cyjlneien. njquirenWrllS wilh Jr 
a^^j'acy and jnrtnrslardng *hirh bj iwonrj ho none 
But donl jutt lake cur wo'd rbi it Complain and retiiT 
hM «Hipon below Tor our lalest Meralure and beer id 
n> t mim» th» S*K» $t-c{> spe&aiiji Alan »vce 



SILICA 5TARTER KfT," Worth DW £200 VRE€ 
wilTl AnAiy AUri FjT C4>npu1ffi brjUflU 1nom &||CB 

PROFESSIONAL PACK: F w fjuness sottware 
trim HMOST-fM ami UE<3* ST b bwahl Hrom Silica. 
J3f«OlT5FO 5«7f?WCWfi' ? IuII-1'tw Alan ^mcd 
surtt *itn ^H^t pi «ip<rn%HT c*i Alan Belong 
TMf /^U STOCK RANGE: All at ynw Ac*n 
r«quinHiwn« fri?m oa« (ttce. 
AFTER SALES Si/FPORT: l ie xlitt at Silica i n 
*fCie«i»0 '0 *>fti >oj rjal It 1 * t5*s1 Irom ynur ST 
fflCF CATALOGUES: Mailed deed m ypurhama 
aa tnati a* p'in? ihem. iaalurmD rjtlars as well 

BL all nr Bhd /Htm tH&ii&t 

FRFF 0 VFftSIGHT OEUVBtt: Ur HI Iwawva 

(bfil^ri ^ipimd «ilr»n 1lw UK mainland. 

PfNCE MATCH PfrOWSE: Wa mtt match «omp- 

olilcT on a 'same product same pr en' kml& 

ffiEE TECHWCAL HELPLMt: Full i«a m cH 

Alar Wc|-ntj| r«f^na »*j r :i ai ynnf iflrtica 



FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 
ALL PRICES QUOTED INCLUDE FREE UK DELIVERY 



DO YOU OWN AN ATARI ST? 



Hyixi al'eadyawn an Alan ST cpmptitflr n/id wnulrj nun m tw reanteroO cm our malllno Hal at an 
ST user, lea ua know. We will be (Haased lu send you CDpiei ol cur price ills anrj nawsltfbers 
FREE OF CHARGE » they become ayallatHe Complaia the coupon and relurr it id lilt Sidcup 
branch and begin expenanqng a spaciaJi!:! ST snrvirr Ihnt Is necotxl 10 none 



Silica Shop Ltd.. (23) PSIX0590. M The Mews, Hatherley Road, Sidcup, Kgnl DA14 4DX 

PLEASE SEND FREE LITERATURE ON THE ATARI ST 




SILICA SHOP: 



Mr/Mrs/rVIs: Initials. 



Address: 



Surname: 



SIDCUP t«r. Mall Order) 1111 
1-4 Ffte Mews, Halhertey Road, Sidcup, Keni, OAS 4 4DX 
0P£iV: MQtJ-SA r o : ?,.. - 5 30pm *LA\TE NIGHT: FRIDAY 9Bm - 7pm 



LONDON Ol-FiRO 4000 

52 Tottenham Court Road. London. W1P 08A 
flPgAr.- MON-SA T 9.30am- $ QQpm L ATE NiGHT: NONE 



T.ONDON (U-6&9 1S34 eatt afl14 

Sal fridges ft si ftoori, Oxford Stre&t London, WfA JAB 
t OPEN; MON-SAT 9am - e.OOprtt LATE NtGHT: I HUH^ltAY !&rm - #pw 



Postcode: 



Do you already own a computer 
If so, which one dg. vpu own'' 



D TP dJ 



XL/XE UTILITY 

MODIFIED 



HEXSAVER 



Having normally used the ANALOG magazine machine 
code loader program I was pleased To sec Nick Higgs 
superb Hexsaver program which can be easily amen- 
ded to produce boot tapes or binary disk files loaded and run 
from basic, 

Although I have taken the liberty of altering Nicks original line 
length from 40 to 48 I have done this purely to save 20% of the 
space required to print the data lines. In other respects I have 
confined amendments to those necessary. 
The listing contains the amendments to the Hexsaver prog- 
ram. LIST the lines to disk, LOAD a copy of the original 
Hexsaver program and ENTER the new listing to produce the 
completed program. SAVE accordingly - 

Thc program initially runs like the original Hexsaver but you 
are also prompted to input the run address of the binary file 
and the title of the final program. After the basic data program 
has been listed to disk the program will produce the disk load 
and run program which will also be listed on disk. The listings 
produced will be similar to those used previously in New Atari 
User i.e. Listing 1 to produce the boot tape /binary disk file and 
U sting 2 to load and run the binary disk file. I have added the 
extenders ,L1 and L2 which I normally use for such purposes 
together with .OBJ for the final binary file. Amend these as you 
wish taking care not to overwrite any original files especially 
your oblect code file which might have the same extender. 

PROGRAM EXPLANATION 

The program loads your original code and writes a 43 byte 
boot tape header in front of it. The final 3 bytes of the header 
form a JMP instruction to the run address of your file. The 
load address (which Is calculated from bytes 3 and 4 of your 
original disk file header) is bronchi forward «o accommodate 
the boot tape header and write over the original 6 byte disk 
header. If your file has been SAVED by the Assembler Editor 
Cartridge or assembled by the Atari Macro Assembler or MAC/ 
65 the program should work satisfactorily. If for any reason 
the original file header bytes 3 and 4 do not contain the 
original load address the program will not work properly. 
The sub-routine at 700 calculates the length of the file and 
the number of 128 byte records needed for the boot tape load. 
Hexsaver then generates the number of 48 byte lines needed. 
The program produced when RUN loads the machine code into 
a string which is printed to tape or disk as required. Please 
note that by adding the amendments to Hexsaver and using a 
full length string hi this way uses up more memory than the 
original so 1 have reduced the maximum file length from 20000 
to 8k. which should be more than adequate for a type- In 
program of this type, unless readers are willing to forego more 
normal pursuits like eating and sleeping! 
If you want longer programs or prefer ALTORUN . SYS files 
then simply use Nick s original program to provide New Atari 
User with some much needed top class programs. 



by Bill Halsall 



E MH H M*J *M .KHHHKH*:HHH - ] 



HEK5AUtB 2 * 
Amended by Bill Hals 31 1 * 



EM A HEM HHMH H MW 
IC 1 REM * 
NZ 2 REM * 

HEM * from original by Hick Higgs * 



QC 3 

TB 4 REM » 

EM 5 REM ***HHH 



JW 6 REM * MEW ATARI USER - APRIL 98 * 

E0 7 REM WHMMMMkWMWKMMMMWMXHItMMHttHtCXXMMW 

NN 0 REM 

NO 9 REM 

JW 18 DIM IHFILE$(293 ,6UTFILE*t20J , PR9GFI 
LE* C261 i LINES C481 , DI9KL0A0$ C293 , LIHEOU 
T$ C963 ,MC« «42J , B5SC2B1 , TITLES (40) 

TC IB DIM 

JW 28 FOR A-l TO 42: READ DA ; KC$ *A, A3 ~CHR* 

CD A3 i ME N T A 
HA 10 DATA 164, 162, 16,184,157, 69,3, 194, AS 

7,60, 3,169,7,157,66,3,169,126,157,73, 3 
AH 40 DATA 16* , 0 , IS 7 , 72 , J, 32 , 80 , 228 , 162 , 1 

6, 169,73,3,133,213,169,72,3,133,212,96 

HP SO LHtE0UT*(«=CM«9CW iLIMeOUT*CM>=CH 
B$ £63 ! LlNEOUT* C2J -LINE0UT$ ; 65* 113 = CHRS 
C363 IB5$(263=CMR$C36J sB5$E2J=BS$ 
It 68 TRAP 80; POKE 764,44 

01 70 ? CHR$tI253 jCHR* C29J iCHHSt29) f" IMP 
UT FILENAME ! D i 11 J BS$ fl * 23 j ! IWPUT t*16 
i 1NFILE5 ; OPEN ttl , 4 , 8 , INFILE* : GOTO 90 

HL 9» G05UB 598 f GOTO 60 

BM 90 TRAP 116SP6KE 764,44 

WZ 180 ? If 11 OUTPUT FILENAME !• 6! 

.!_1'<;B5*C1*133 1 1 INPUT »16jGUTFILE$ lOP 
EN 1*2,8,8, OUTFILESi GOTO 120 

5H 110 G05UB 599: GOTO 68 

PO 120 TRAP 696 

CI 136 POKE 704,44:? " + + FINAL PROGRAM" V 
:? " OUTPUT FILENAME ! Bi * OBJ" 

;BS£tl,I4) i S INPUT 816 J PROGF ILE$ 
PIC 132 TRAP 132 E? :? "INPUT RUN A0DRES5 C 

IN DECIMAL* "J : INPUT RA 
M¥ 136 TRAP 136 ! * J? "INPUT TITLE OF PROG 

RAM *»[IHPUT TITLE* 
6U 146 FOR TO 1662 S READ OAlPOKE A, 

OA! RENT A 

CA 160 6 ATA 184 , 164, 133 , 265 , 184 , 133 , 284 , 1 
84,133, 267,164,133,266*169,236,141,145 

j & gp J-60 > 8 

ZK 16B DATA 148 , 146 , 6 , 236 , 145, 6 , 173 , 145 y 6 
,281,49, 268, 1,96,172,145,6,177, 204 i 32 

HA 178 DATA 66, 6 , 1 72 , 146 , 6 , 173 , 143. 5, 145 , 
206,288, 148, 146,6, 173,144,8, 145 , 208 , 26 
8 

CU 186 DATA 148,146,6,76,23,6,141,138,6,4 

1 , 248, 74, 74, 74, 74, 141, 143 , 6, 173, 138 
UH 198 DATA 6,41,15,141,144,6,173,143,6,3 

2,131,6,141,143,6,173,144,6, 32, 131 
BH 290 DATA 6,141,144,6,169,0,133,212,133 

,213, 168,24, 165,212, 113, 294, 133, 212, 16 

5, 213 

tiT 218 DATA 185,6,133,213,260,192,40,298, 

238,96,1,281,10,144,4,24,165,55,96,24 
YH 228 DATA 105,48,96,48,49,49,88 
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RH 



CS 236 DIM AS IBISES : AS C13 n"T" : AS E8192) 
"I AS C23 -A$ 

ok 246 ? P, 4*HSEEHCISI"; infiles 

MO 258 LNirUSREADRCHCS) , AOR t AS) +3 73 : IftAP 4 

osooiGbshb zee 

MZ 260 GOSUB 290 

FS 27* LlME=9?8 : P05=-47 

Hi 206 LIHE=LINE+18 : 7 "KEQIKB LINE 41 j LIN 
E 

JJ 29B 7 »2J STBS (LIKE) j " DATA 

388 LINES E13~CHR$ f HI : LIMES £483 = CHBS £81 
! LINES C23 -LINES 
PC 318 POS=P05+46 : P0S1-PGS+48 : IF POSl>LEtt 
CAS) I HfH P051-LEN tflS3 r LIHFS-ft$ £POS , PO 
511 ! GOTO 368 
LT 328 LlNES-flS EPOS . P0S13 

HU 370 CH K 5 U H— U S R CIS 36 , APR E L I K E S 3 t ADR(LIR 
EO U T S 3 J 

OU 348 7 H2 ; L IHE8UTS | 11 , "J 5TR$ CCHK5UM) 
PH 338 Gate ZB8 

Id 360 £HKSUM"ltSR C15 36, ADR CLIMES) , ADR £LIM 
E OU T S3 3 

QH 378 * B2J LMEdUTSCi, C CP0S1 ~POS+ 13 *2I 3 } 

" , " J STBS ECHKSUM3 
CO 300 GOSUB 908: END 

DJ 390 ? 02 J "10 REM TITLES J " - LISTI 

NG l««M»' r 
HG 392 ? f*2j"12 REH" 

VV 394 ? «2j"14 REM W T'MjBB P^ J*M=NJ ** 0«i1 



E FILE 



5 flUE R 



MAKE R - E OStu OH HE H 



OV MICK HXGGS 



YO 390 7 1*2; "16 REM" 

HM 480 ? »2 ; "28 DIM L IKES f 961 , AS £81 923 : LI 
ME-998 ; CNT=-4 8 : TRAP 160: GOSUB 200" 

TR 418 7 «2;"38 AS £1 J =" ; CHRS < 343 J "8" ; CHRS 
C343 ; AS*81923 — ; CHRSE343 j "B" ; CHRS £3 4 
1 i " : AS £2) StB** 1 

RT 428 REM 

ID 438 ? B2;"46 LINE=LINE+18 : CMT=CHT+4B : R 

EAD LINES, CHKSUH: ? "; CHRS £343 ;**[BSBgSE\ 

© LINE ";CKRS<343 ?";LINe" 
¥H 448 ? f?2;"58 CHK = U 5R E 15 3 6 , ADR £ LIN ES3 , A 

RRCA*)+CNT)" 
OT 458 ? B2;"68 GOSUB 388! GOTO 40" 
OC 460 ? 82; "IBS IF PEEK C19S) <>0 THEN ? " 

f CHRS £343 J "ERROR " J CHRS £343 ; 11 ; PEEK £195 

I ;CHR* IZ53) S END 1 " 
KV 402 ? It2j"118 f ** i C MR S O 4 3 i ' TftTl flM J «JT^ 

Q";CKR$C34) J":TRAP 180" 
OP 463 ? «2 ; "128 7 " ; CHRS £343 J " £D> I5K OR 
ETJ APE"; CHRS £343 ; 11 : G05UB 180 i IF K = 00 T 

HCN 1*0" 

HP 484 t B2J"138 ? " ; CHRS £34) j "RE ADY C A55 
ETTE AMD PRESS RETURN" ; CHRS f 34) I OPEN 
»1, 5, 120 , " I CHRS C343 X "C i « ; CHRS 1343 ; 
OZ 465 ? »2j";G0TO 108" 

TD 466 7 02 j "140 ? CHRS £343 J "READY DISK 
AMD PRESS RETURN"; CHRS £34) ; " i GOSUB 18 
8! IF K<>155 THEN 148" 
UV 467 ? tt2;"158 OPEN Jtl t 0 , 8, " ; CHRS (34) j P 

R OG F IL eS;CHRS£34) 
VV 468 T 412 J "100 » Hi; AS d, ";FIIt;"3 SCLOSE 
til i END" 

FI 46 9 ? tt2;"lf)8 CLOSE SI ! 0 PEN til , 4 t 8 , "| C 

HAS C34) ;"K CHRS £343 ; " : GET »l # Kr CLOSE 
Ol i RETURN" 
EN 4 78 9 B2; I, 28B FOB A=lB30 TO 1656 i REOI> 

O : POKE 0, D fNEKT A ! RETURN" 
DH 4SO ? SZJ"210 DATA 216,184,184,133,204 

* 104 1 133 , 28 3,184 , 133,286 > 184 r 133 , 205 , 1 

69,0, 141, 127,6,141" 
KI 490 ? B2;"Z28 RATA 120 , 6 t 160 , 255 , 140 » 1 

25,0, 140, 126,6,173, 126,6, 261, 47, 266,11 

, 173 ,127 f 6" 
CE 580 ? tt2j"230 DATA 133,212,173,126,6,1 

33,213, »6,172 r 125,6.280, 148, 125, 6, 177, 

283,32,111,6" 



EQ 516 ? B2I"248 6 AT A 16,18,16,18,141,123 
H 6, 172,125,6,200,148, 125,6,177,283,32, 
111, 6 t 24" 

TH 528 ? V2;"258 DATA 189,123,5,172,126,6 

,288, 148, 126,6,145,205, 24,189, 127*6,14 

1,127,6,173" 
EI 538 ? »2;"268 RATA 128,6,185,8,141,126 

,6,76,30,6,90,201,58, 144,4,56,233,55,9 

6,56,233,48,96" 
WJ 548 ? »2j"3B0 DLNE=PEEK C 184 3 ^2 5 6 4- PEEK t 

1833 " 

EI 550 7 »2; "318 IF LIME <> DLME THEM 7 "; C 
HflS C34> ; "flJEB " r CMHS £34) J " J STBS EL I ME 3 I 
";CHRS £343 ;" IS> fcW ? ■ < CHBS £341 ; " f END" 

LH S68 ? 1*2 ; "320 IF CHKSUMOCHK THEM » "; 
CHBS ( 343 )" ^;I:HJ IN RATA AT LINE " l CHRS 
134 3 j "J STBS EL I HE 3 I END" 

IV 578 7 B2 i "338 RETURN" 

ZR 588 RETURN 

OF 598 TBAP 598 : POSITION 2,16;? 
IH 088 IF PEEK tlOS) =102 THEN 7 

CD 610 IF PEEK£195>=165 THEM 7 



A600E FILENAME CHARACTERS 



5 M<| h t EHA K 6 4 FILES 



MP 638 IF PEEK £1953 —170 THEN ? 



IE PROP 


015 




EERROR 


IN 










HABOUF 





E NOT F£>UNf> 



My 648 POSITION 2,22:? 



HIT ANY KEY AND T 



HfrN IRV ALAIN 



PK 658 POKE 764, 255 I CLOSE XI j CLOSE »2 
JO 666 IF PEEK £764) -255 THEN 608 
KA 670 POKE 764,255 
ZS 688 RETURN 

AF 708 LA=a5CCa$C48,48))+256*ASCCA$C«L,41 
) I 

MM 718 RESTORE 7 28 i FOB ft=l TO 41 'REAR OA; 

AS LA, A3 "CHRS CD A3 iNEKT A 
RI 728 ID AT A 8,0,8,8,8,8,169,8,141,47,2,16 

9, 68, 141 ,2, 211, 16 9, 8, 141, 231 
IK 738 RATA 2,133,14,169,56,141,232,2,133 

, 15, 169,0, 133 * 18,169, 8, 1 33 , 11 , 2 4 , 96 , 7 6 
KU 748 BYTE=LA-43 ( GOSUB BOB l LAL8H=LOM l LAH 

I-MI ! AS C3, 4) =CS : BYTE=LA-4 : GOSUB 800 ; AS 

(5,63 =CS 

VH 758 BYTE-LA-3 S GOSUB 800 ! AS £32 , 32) -CMftS 

£LOW3 : ASC36, 36) =CHRS(HI) 
PK 768 OYTE-RA rGOSUB 008 i AS (42, 433 =CS 
Oft 770 A= £LH + 373 /128 i IF AO IM T £ A3 THEH A= 

IMT CAS +1 

HA 708 AS C£, 2) "CHRS CAS : FIM = A*1Z8 i A = FIN/48 

ilF AOIHTEA3 THEN A-IMTEAJ+I 

798 AS = ASE1,A«46) ! RETURN 
IK 886 HI-IMT £BYTE/2563 i LOM^B VTE-HK256 ; C 

$ E1,13=CHRSeL0H3 | Cf Ct* 23 =CHRf CHI) JRETU 

RN 

OU 908 7 CHRS £12 53 3 "BASIC LISTING COHPLET 
E"i? "PREPARE DISK FOR LISTING 2 ; -" : ? 
"THE RISK LOAD AND RUN PROGRAM" 
GV 910 TRAP 948 : POKE 764,44 

PS 926 ? "4* RISK LOAD PROGRAM'S":? "FILE 
NAME i D : .L2";BSSC1,13) ; x T.UPUT 

ttl6:DISKL6AD£ 

DM 938 CLOSE »1 : CLOSE S2 : OPEN IS2 ,8,8, DISK 
LOADS; GOTO 958 

LP 946 GOSUB 598 ! GOTO 920 

HE 958 7 HZ; "16 REM LOAD AMD RUM ROUTINE 

FOB "J TITLES 
DA 968 ? »Z;"20 OPEN »1 , 4 , B , " ; CHRS £34 3 ; P R 

OGFILESj CHRS £343 
DH 978 7 »Z;"30 POKE 858 , 7 : POKE SBZ/'jLflL 

OH;": POKE 653,";LAHI j " ! POKE BS6> 25S :R0 

KE 657,255" 
NG 980 ? «2;"48 X=USR f ADR C"; CHRS C343 ; "httti 

SLOE"; CHRS £343 , 161 " 
PB 99R ? ttZ J "'SB ' CLOSE ttl i K = U5R C" ; LA-3 ; ") " 
■ RETURN 
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WPSTER 



Welcome to The Tipster pages. As well as the 
usual general game tielp and cheats, from this 
Issue onwards I will be featuring one complete 
Adventure solution each ttme (well okay, seeing as the 
post from Australia takes so long! Ed.}. I have a good 
stock of these solutions - thanks to your generous contri- 
butions - but 'new* solutions are always welcome ...... 

especially those covering our very own Page 6 adven- 
tures or PD adventures. You know, we very rarely hear 
any more about t!\ese games once we send them out!! 
This Issue's prize goes to Kevin Campbell of Livingston, 
for his comprehensive help on COSMIC PIRATE, devious 
cheating with the bodies attire on STRIP POKER and a 
little trick wilh FRO MOUNTAIN BIKE SIMULATOR. 
Well done Kevin! Without further ado,jun\p into your 
cockpit, fasten your safety harness and take off into the 
murky depths of space u>ith COSMIC PIRATEII! 




You pan change the colours of 
the game screen. Unfortunately, 
this can only be done once the 
game has started so play It In 
2-player mode, lioth players 
should wait and change colours, 
then start at the same time. To 
change the colours press keys 
1-3* 



STRIP POXSK 

Wanna strip the girls with the greatest of ease?! t 
Simply load in a normal DOS (say 2.5) then insert your 
Strip Poker disk. 

Press A' for DIRECTORY then RETURN and RETURN 
again. The Strip Poker files will now be displayed. You 
will see the files OP1 to OP6\ 

Unlock the files then re-name OP6 to QP1 and OP1 to 
OP6. Now, wiien you play the game H the girl will he 
starkers! (Remember to write down what you have 
changed so you can easily change it back again). 




ICS 




ome really useful gui- 
dance on this one since 
the game packaging 
carries rathcrtsparse instruc- 
tions! First of all, go to the 
PLAY SIM icon and play the 
free simulations. Instead of 
flying around shooting, remain facing in one direction and 
shoot very carefully. Once there are only a couple of Aliens left, 
press ESC to return to the main menu and play the free 
simulation once more. Repeat this procedure until your shoot- 
ing accuracy Increases to between 20-25. 
Now launch and fly towards the crosshairs , You will arrive at 
a Space Station. Follow the crosshairs to the centre of the 
Space Station and a MAP will appear. There are 2 Pirates on 
this map - one is YOU and the other is the an enemy, Choose 
one of these sprites and move it one square closer towards the 
Space Truck, If the enemy doesn't move then you must be the 
OTHER] 

You will now be back in space and can, again, enter another 
Space Station, moving your ship closer to the Space Truck 
again - but FIRST you have to shoot a few waves of Aliens 
otherwise you will be charged 1000 credits when you pass the 
Space Station, There are also icons which you can collect 
which replenish Shields, deplete Shields, add to Score and 
collect Smart Bombs: 



COLOUR OF ICON 

RED 
GREEN 
YELLOW 
PURPLE 



MEANING 

Automatic Smart Bomb 
Bomb 

Extra Points 
Decrease Damage 



On the game MAP, the BLACK squares are toll-free, but the 
GREEN squares require a toll: 

DARK GREEN = 1000 Credits 
LIGHT GREEN - 2000 Credits 

Once you gain access to the Space Station and the MAP 
appears, move another square until you arrive at the Space 
Truck. Then destroy it by shooting at the vital points when 
your crosshair is over them. 

You will then be presented with the message "MISSION COM- 
PLETED" and you will be awarded money. Now select another 
mission and repeat the procedure, this lime with BIGGER 
Space Trucks. If you are lucky enough to win more money, you 
can buy more shields, etc. 



Further COSMIC PIRATE Hps from Rhys Harris 

1. Once you start earning credits, DO NOT buy a larger gun as 
this will tend to hinder you by making the simulator practic- 
ally impossible! 

2. Blast everything regardless of your 
shooting accuracy in the actual 
game [auto-fire recommended!) 

3. You have to accumulate over 6500 
points if you want to make a profit, 

4. The No. 2 simulator is the easiest 
one to play. DO NOT shoot the 
heads straight away as this reduces 
the amount of points you can earn. 
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Fig 1. The routi? to the Inner City 




Areas where radiation 
is encountered. Move 
quickly here as your 
shield decays 
rapidly! 



Fig- 2. The Inner City; 

Rpift.e to the Sci-Base 



THE LAST ¥8 



ALTERNATE CHEATS!! ZORRO 



From P.Zografaxis of Greece 

ALTERNATE REALITY: THE CITY 

Load the game as usual and select a temporary character. 
When the loading procedure ends, press RESET. Load a disk 
copier into memory and using this copier, you can copy DISK 
2. SIHK 1 of the CITY to any blank disk. 
You are now ready to do the following trick. Load the game 
(using your ORIGINAL disks) as usual and create a NEW 
CHARACTER. As players of this game will know, when you 
enter ANY Guild lor the llrst time, you are given an increase in 
one of your 'STATS'. 

Enter any Guild, then leave and press P to PAUSE-:. Then 
insert the NEW disk (NOT any of your ori^nal disks!) and 
press 'S' to SAVE your character. It you carry out the foregoing 
procedure, your character will be able to enter Guilds and 
increase his/her STATS as many times as ihey require! 

ALTERNATE REALITY: THE DUNGEON 

When you pick up the GOLDEN APPLE It adds 15 to your 
Hit-Points. Unfortunately, it then disappears so when you first 
pick it up Immediately drop It, pick it up again then drop it 
again. You can do this as many times as you like, but you have 
to he quick and SAVE regularly (only AFTER you have dropped 
it). 



ARKANOID from Tom McCabe 



Hh& anyone ever seen the FINAL SCREEN Of till* game? We doubt it 
u el !tu<LTte of E.li£ l&t-sf fierecji& £!h.-£ blocks tiEivc to be lilt 10-20 
times!!: Well, here is a great cheat to give yen Infinite live* and enable you 
all Lu finish the gume: 

1. Mate a back-up of your original came and work on the bach-up, 

2. Using a sector editor, make the following change* tn Bytes HS. 59 lull! 60 

&r sectoh m-- 



Thanks to Stephen Garbctt for the following solution. Collect I he 
BRAND, heai it at the Forge and brand the OX. ,. .after this you can 
mllecl the item next to It.... collect the BELLS from the Hotel and put 
them at the top of the Church. ...when both bells have been put Ln place, 
a grave will open..., DO NOT enter it yet!.... collect (be TRUMPET from 
the Hotel and stand on the see-saw then press the FIRE button... -a 
GUARD will appeal - and fall onto the see-saw, thus catapulting you into 
ibe air.... move along the pole, go UP and collect the BOOT..,, collect the 
HANKY 1 hen go down the Well and get the GOBLET. ...now enter the 
grave and collect the HACS OF MONEY.... when you reach the room with 
the flushing K-nns. gn hi Ihr YAH LKhT unci push Ihr barrels iulo the 
Cellar where you obtained the goblet ...return to the EloiH and enllcel 
the FLOWERS.... re-enter the tomb by the cellar and go UP into the 
JaH,r,rfree the PRISONERS whilst avoiding the bullets.... the prisoners 
will form a platform to jump on l<Hhe low r oaf.... enter the next room 
and then work your way across it. ...enter 1he olher rxtum and make 
your way to the SENORITAat the top,, ..you will automatically give her 
the FLOWERS and the HANKY.. ..she will kiss you and music will 
play.. ..and you have just completed ZORRO'I!! 



BYTE HO. 
Bfl 

80 



ORIGINAL 
CE 
F4 

31 



CHANGE TO 
HA 
EA 
EA 



FREEBIE TIME 

The Tipster has already given the game away about 
who received fast issue's prize of 

TEN BUDGET CASSETTES so now it just remains to teU 
you what's on offer this time for ail theose HINTS, 
TIPS and CHH IS that you send in for the next issue. 
We kve « CASW SA1 ELECTRONIC KEYBOARD with 
29 keys, 4 preset sounds, 10 auto rhythms and 100 
note memory. Complete with batteries. Annoy everyone 
In the family for the price of a few hints and tips! 



New Alori User - Issue 43 



25 




This issued ADVENTURE SOLUTION takes you all the 
way through DALLAS QUEST the directional com- 
mands are as you input them, but the verb/noun input is 
simply coded in reverse to help prevent those of you 
who do not want to see the answers yet, from accidental- 
ly glancing at the text! (Le< PORD YENOM = DHOP 
MONEY!!)- 

PORD YENOM ■ E - EK AT LLA - N - EKAT SESSALG - N - 
EVIG SESSALG - RETNE NRAB - PORD LWO - EKAT 
LEVOHS -S-S-S-W- EKAT ELGUB -W-W-W- 
WOLB NROH - GkD - KOOL - DAER ENOTS - E - N - 
NEPO KSED - EKAT HCUOP -N-N-W*W-N- KOOL 
ENALP - EVIG STEKCIT - EKAT KCAS - NEPO KCAS - 
TUP GNIR - EKAT ETUHC - ESOLC KCAS - ESU ETUHC - 

(orTMUJ'). 0 . 

NEPO HCUOP - EVIG HCUOP - ESOLC HCUOP -S-S- 
KOOL EGUH - ELKCIT ADNOCANA - S - S - RETNE 
TAOB - NEPO HCUOP - EVIG HCUOP - ESOLC HCUOP ■ 
WOR TAOB - WOLB NROH - S - LLUP T1ATRUC - EKAT 
RORRIM - PORD ELGUB - EKAT THGIL - NEPO HCUOP - 
EVIG HCUOP - ESOLC HCUOP - PORD LEVOHS - PORD 
ETUHC - NEPO KCAS - TUP HCUOP - TUP RORRIM - 
EKAT EPOR - EKAT SREDNEPSUS - ESOLC KCAS - 
PORD EPOR - PORD SREDNEPSUS ■ PORD KCAS - NO 
THGIL, 

BMILC REDDAL - PORD THGIL - E - S - EKAT KCAS ■ 
BMILC REDDAL - EKAT THGIL - W - FFO THGIL - NEPO 
KCAS - EKAT GNIR - EKAT OTOHP - EKAT HCUOP - 
PORD KCAS ■ WOHS OTOHP - EKAT LLA - W - NEPO 
HCUOP - EVIG HCUOP - ESOLC HCUOP - EVIG SGGE - 
EVIG RORRIM - EVAW GNIR ■ TAEH SGGE - NO THGIL - 
PORD GNIR - KOOL • EKAT PAM - ON - EVIG 
PAM to complete your DALLAS QUEST!! 



1 have been asked on many occasions to give a hint as 
to what the next Tipster column wlfl cover. Much as I d 
like to do this, it is not possible In practice as this 
particular aspect of the magazine is very topical' and 
varies considerably- depending on new game availabil- 
ity, readers requests and, of course, your own contribu- 
tions over the weeks in between issues, so send some- 
thing in NOW! 

Thanks again for all your efforts - keep 'em coming - 

and do YOUR bit for your fellow Atarians RE- 

MEMBER no one ever wins the main prize TWICE - 
The Tipster sees to that It 

Send it alt in to 
THE TIPSTER, NEW ATARI USER, 
p,0. BOX 54, STAFFORD. ST16 1DR 



.an a bit cheat Irom Stepheo Garbett. 

If you wish to have 100 lives, hold down the PAUSE keys 
[SHIFT + P) just AFTER you have lost your IAST life. Keep the 
PAUSE keys depressed and move the JOYSTICK DOWN. You 
will now be moving very slowly and the creatures will move 
last 

Get yourself tailed at this stage, but keep pressing the PAUSE 
keys. The reading will show '00' but ill reality, you will have 
100 UVES1! 



and a full map from Roald Sim<3 of Norway 




rrjofpfl/' *rr 
cades * 

ST Xf SXF 

T A9ET OELtft 
MIND! TH*l& 



KW*HG 



PEHTA 



RO EE A KEftftK 
5QLUH ATARI 



CHllRt WHOLE 



K.ALEP SftLCO 



DDRHU AKGOH 



TSDIH COfi-EC 

FL1ED CRASH 

NICHA FIlrCQK 

LUANG AATIC 



CUING Z,*-P 
SOCHI QUARK 



A TIPSTER EXCLUSIVE! 



Every render sending in a NEW hint, 
tip, cheat or map will receive THE 
TIPSTER'S unique badge, whether 
the contribution L* used or not- The 
only qualification is that the tip 
must not have been used before ia 
this column (ripping pages out of 
ntd JLTari User maas doesn't count 
Sthe^lea'e note thut we cannot indicate whether your W or tip 
w M appear^ a future it mkfi* * ntfll* not 

The Tipster hud for dinner when he comes to type up th^gmrn. 
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A COMPLETE SERVICE IN COMPUTERS & SOFTWARE 



TOP 10 CASSETTES 



Kick-Gff 7.95 

Atari Aces 4.95 

Druid 4.99 

F.15 Strike Eagle 8.95 

Shoot em Ups 4.95 

Star Wars 7.95 

Draconus 6.95 

Time and Magik ... .11.95 

Spitfire 40 4.99 

Black Lamp 7.95 



Ninja Commando 2.99 

Sub. Commander 1.99 

Arkanoid 2,99 

Speed Run 2.99 

island Caper 2,99 



GAMES 



Cass. Ulsfc 

KtoA-Off 7.95 1 1 95 

I Rai.lRrftn.vri 11.95 

Summer Games. , 12 95 

Smash Hits 1 ■ b &. / {each} .. 6.99 

Living Daylights 2,99 9.95 

Tm/ial Pursuit 12.95 U.95 

Mercenary Compendium . , 9,95 12 95 

Spy vs Spy Arctic Anlici .... 4.99 G.99 

Spy vs Spy Trilogy 8.95 9 95 

Fiflhler Pilot 10.95 

Aztec 4,99 6 99 

Polar Pierre 4.99 6.99 

Mr Robert 4.99 0.99 

Beta Lyrae 4.99 6 99 

Hi1s Vol. 1 „ 4.99 6 99 

Boulderdash 2 2.99 6-99 

Arkanoid 9.95 

Trailbla2er 9 95 

Solo Flight 8.95 11.95 

Silent Service ,. r 8,96 1 1 95 

F-15 Strike Eagle 8.95 1 1.95 

SnV'-uriltr 6 99 

The Eidolon 9.95 

Mira* Force 2,99 8 95 

Hacker 4.99 6.99 

Rescue on Fractulas 6 99 

Ballblszer 6.99 

Rampage 6 99 

Shod 'em Ups 4.99 

PlaHorm Perfsclkin ri , 4.99 

Spindlzzy 2.99 6.99 

IntBrnalignal Karate 6.99 

Touchdown Football 6.99 

Spitfire 40 4.99 6.99 

Draconus S.95 9.95 

Druid 4.99 9.95 

&nan dough's Football Fort. 8.95 12,98 

Pooyan 4.99 4.99 

American Road race 6,99 

Strip Poker 6.99 

European Super Soccer 6 95 12.96 

Hard Hat Mac 4.99 

New York City 4.99 

Crumbles Crisis 4.99 

Freaky Factory 4.99 

Starquake 4.99 

Pnappie2 4.99 

Laser Hawk 4.99 

Colossus Chess 3 , 4.99 

Sidewinder 4.99 

Jue and the Nuclear Caverns 4 99 

Nuclear Nick 4.99 

Knockout 9o*ingi r 4.99 

Sunstar 2.99 

Cu1hb*rt Goes Walkaboul . 2.99 

Fort Apocalypse ? 99 



TOP 10 DISKS 



TOP 10 ROMS 



Summer Games 
Carrier Force .. 
Mini Office II .... 

Draconus 

Mercenary 

Battlecrgiser .... 

Leaderboard 

Pitstop ii 

Hawkquest 

Spyhunter 



... 12.95 River Raid 8.95 

.. 16.95 Galaxian 9.95 

.. 16.95 Defender 9.95 

.. 9.95 Food Fight 8.95 

..12.95 H.E.R.0 8.95 

.. 16 95 Pacman 9.95 

,.. 11.95 Joust ........ 9.95 

.. 11,95 Megamania 8.95 

.. 16.95 Miner 2049 8.95 

6.99 Robotron 12.95 



TOP 20 BUDGET CASSETTES 



ADV ENTURE ST RATEGY 



League Challenge ...... 1.99 

Ninja 2.99 

Boulderdash IV 2.99 

Ghostbusters 2.99 

Fantastic Soccer ,„.,.„ 2,99 



GAMES 



Cass, Disk 

Mig Alley Ace 9.95 

Pi nball Construction Kit ...... 9,95 

Music Construction Kit 9.95 

Ca$s. Dlsfc 

Cuestron 9.95 

Field of Fire 7.95 

Ballyhoo ,„ . 9.95 

Hollywood Hijiilx 9.95 

Jinxter ., 14.95 

The Pawn 14.95 

Lancelot 11.95 11.95 

Tine &. Magik 11.95 11.95 

Lurking Horror 11.95 

ingrid's Back .,, 11 95 11,95 

Guild ot Thieves 14.95 

Knight Ore 11 95 11.95 

Cloak ot Death 2.99 

The Golden Baton 2 99 

Alternate Reality City 14.95 

Alternate Reality Dungeon ,, 14.95 

Gunsllnaer 9.95 

Elernal Dagger 14.95 

Saigon 3 Chess 14.95 

T'lBHtre Furope . .. 11.95 

War in ftussia 1G95 

Carrier Force 16.95 

Battle ol Anliefem 16 95 

Panzer Grenadier 16.95 

Battlecrusier 16 95 

Warship 16.95 

Much Brigade „.., I H y 5 

Colonial Conquest 16.95 

Sons of Liberty ,,, 16 95 

2216 Baker Street 9 95 

Jewels of Daftness 11.95 

Vietnam 9.95 

Conflict in Vietnam 11,95 14.95 

Crusade in Europe 11.95 14.96 

Decision in ihe Desert 11.95 14.95 

Colossus Chess 4 8,95 12,95 

Kennedy Approach 8.95 12.95 

Hawkquest 16,95 

Cutthroats 9.95 

2ort 1 9.95 

SpeHbreaker 9.95 

The Counl 4.99 

Pirate Adventure 4.99 

Sciiytphost l?.95 12.95 

Scott Adams adventures on casselte at 
£2.99 each - phone* 



Bombfusion 



XL XE CARTRIDGES 



Pole Position 12.95 

Millipede 12.95 

Typo Attack 12,95 

Star Raiders 9.95 

Skywriter 9,95 

Star Raiders II 14 .95 

Lodsrunner ,,,„ 14.95 

One on One Basketball 14.95 

Battlazone ...... 14.95 

Davids Midnight Magic (Pintail) .. 14.95 

Anchon „ r ,„ , 14.95 

Rescue on Frattulaa 14.95 

Ballblazer 14.95 

Blue Max 14.95 

Defender 9.95 

Galaxian 9.95 

American Football 9.95 

Tennis 9,95 

Moon Patrol 12.95 

Robotron 2084 12.95 

Ms Pacman 12.95 

Jousl .„. 12.95 

Final Legacy 12.95 

Hero , B.95 

River Raid 9.95 

Mraga Mania B.95 

Dreadnought Factor 8 95 

Pftlall 2 6.95 

Designers Pencil 9 95 

Rally Speedway 6.95 

Miner 2049Br 6 95 

Mr Cool a.95 

Eastern Front 1941 6 95 

Food Fight B.95 



XLXE CARTRIDGES 



Missile Command 9.95 

Oonkey Kong 12.95 

DonkEy Kong Jnr 12.95 

Pengo 12.95 

Dig Dug 12.95 



UTILITIES 



ROM Disk 

Mini Office II 16 50 

Atari Writer 29.95 

Alari Writer Plus .,, 29.95 

Macro Assembler 19 95 

Microsoft Basic II 19.95 

Silent Butler ■ Personal Finance ■■ 16 95 
Planetarium 16.95 



BUDGET CASSETTES 



Rockford 2.99 

System 6 Pools 2.99 

Green Beret 2.99 

BM> Simulator 2.99 

Phantom 2.99 

Transmutor ,„,„.,„.,,, 2.99 

Panic 2.99 

On Cue 2.99 

Pro Goll 2.99 

Jocky Wilson's Darts 2.99 

Little Devil 2,99 

Screaming Wings 2.99 

Domain oi the Undead 2.99 



JOYSTICKS 



Cheetah 125+ 9.95 

Fro 5000 Black 14.95 

Atari Trakball 7.95 

Cheetah Star probe- 14.95 

Pro W Pink 16,95 

Quickshot129F 11,95 

Quicks hot II+ 9,95 

QuickshoUl Turbo 12,95 

Konix Navigator 14,95 

Ultimate 18.95 



1.99 


Red Max 


2.99 


2,99 


Death Race .... . . 


™,„ 2,99 


2.99 


Mad Jax 


2,99 


2.99 


Zybeit ,„ 


2,99 


2.99 


Speed Ace 


2.99 



BUDGET CASSETTES 



Space Lobsters 
Plariel Attack . 



2.99 

2,99 



Aslrodroid 2.99 



Gauntlet 



2.99 



Exploding Wall 2.99 

Nightmares 2.99 

Micro rythym 2.99 

Rnbcn Knights 2.99 

Survivors 2,99 

Nucleus 2.99 

Up. Up & Away 2.99 

Cosmic Pi rale 2.99 

LastVB 2.99 

Grand Prix Simulator 2.99 

Footballer or 1Mb Year 2 99 

Mr Dig 2.99 

190 2.99 

Whlrlvnurd 2.99 

Warriors of Ras ,, 2.99 

Tapper 2.99 

Death Race 2.99 

Pro Mountain Bike Simulalor £.99 

Spellbound 2.9S 

Zaxxon , 2.99 

Super Zaxxon 2.99 

Mad Jax 2.99 

War Copier 2.99 

Space Wars 



2.99 

Speedrun 2.99 

2.90 
.99 
.99 
,99 
.99 
99 
.99 
39 
.99 

.99 
.99 
■99 
.99 

.99 
.99 
99 
.99 
.99 
.,99 
99 
99 
99 



Attrodroid 

Invasion 

Daylighl Robbery ,. . 

Spooky Castle 

Molecule Man ,. 

Forbidden Forast .... 

Pothole Pete 

Feud 

Crack Up 

River Rescue 

Crystal Raider 

Storm 

Gun law 

Action Bikar r . 

Desmonds Dungeon 

LBapsler ,,, 

Special Delivery 

Job Blade 

Tanlum 

Powerdnwn 

Grldrunner 

Sub Commander .. 

Dawn Raider 

Soccer 

Bomh Fusion 

Periscope Up 

Dizzy Dice 

Milk Race 

Winter Wally 

K«ck Start 

L.A. SWAT 

Rogue .............. 



FULL RANGE OF ATARI 2§00 CARTRIDGES IN STOCK 

219/221 Cannock Road, Chadsmoor, Cannock, 
Staffordshire, WS11 2DD wm 
Telephone (0543) 466577/879 C u 



Add 50p to orders less than £ 5. DO. All prices eorreel ai 
time of going Id press. Access ui Visa orders welcome, 

P lease adit £1 per Hem far oversea s. 
Please make Cheques or Postal Orders payable to 
"MILES BETTER SOFTWARE" 
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UTILITY 




cs 

BA 

LT 
5? 
5P 



REM 



REM a 

REM a 

»EM S 

HE M a 

5W 6 HEM B 

REM tt NEW ATARI USER 



TEKTVIEH 
bV 

Juan Jose Rodriguez 
Caracas j Venezuela 



n 
tt 
a 
tt 
« 



February 90 N 



LT 7 

cz e rem 11 i ii hh mwuiuiu«iiimn ii u« iiii iu i I II I! I I 1 1 

HP 10 DIM LIKE* C6BJ ,LIHEOUTS £40 S : OPEN Bl , 

8, 8,"D ! TEKTUIEM.OB J" 
KA 29 LI*E=990 s TRAP 186tG0SUB 288 
NR 38 LlHeS t II L INE $ C8B3 LINES £23 

=LIME$ 1 L!NEOUTS = LlilES 11 , 48) 
KP 40 LIIIE = LIHE+1B iHEAP LINES , CHKSUM E ? "S 

QHSHHIH LINE ** J LINE 
MZ 50 CHK=U5R £1536 j APR ELIHE5J > ADR f LIKE OUT 

HE 60 G05UB 3B8i? ttl; LXNEGUT$ CI j LEN CLINE$ 

3 ^2 J ; : GOTO SB 
sp lftft ? an CLOSE BIS 7 ^rilHMiiaiilMiltf'iaap' : EH 

P 

HQ 2O0 FOR A71536 TO 1658 I READ D I POKE A,0 

i NEXT Ai RETURN 
IK 210 DATA 216,184,104,153,294,104,113,2 

03, 104, 133, 2^, 184, 133, 28S, 169,0, 141, 1 

27,6,141 

LM 226 DATA 120,6,16 0,255,140.125,6,140,1 
26*6,173, 126, B ,281, 39* 286, II, 173,127, 6 

06 236 PAT A 133,212*173,126,6,133,213*96, 
17 2,12 5,6,208,148,125,6,177,203, 32,111 
,6 

IS 248 PAT A 10,10,10, 10, 141, 123,6, 172,125 
,6, 266,146, 126*6, 177, 263, 32,111 *6, 24 

ZH 258 PATA 109 , 123 * 6 , 172 , 126 , B , 208 * 148 , 1 
26,6,145, 265, 24, IB? , 12? * 6* 141 , 127 , 6 , 17 
3 

MY 266 BAT A 120,6,105,0,141,126,6,76,30,6 
,96,281,56,144,4, 56,233, 55,96,56,233*4 
6, 96 

*L 188 PLNE=PEEIC C1B4IW266+PEEK C1633 

PU 316 IP LINE OPLNE TNEM * " fMTTl ";5TH$£ 

LINE) i;>fcfc*<Itril "TCWB 
QZ 326 IF CHKSUMOCHK THEN ? "333513 X« «>* 

T A AT LINE "i 1TR* I LINE! I EKP 
ZF 336 RETURN 

PP 1866 PATA FFFF80349D3710A901BD4402A9Z1 

continued 4 



A utility to examine sectors 
on disk to find text or other 
information. Use Textview 
for cheating at adventure 
games! 



TEXTVIEW is a short machine language program that 
lets you view all the text contained on any disk, in 
single or enhanced density. The initial idea of TEX- 
TVIEW was to serve as an assistance tool In the transla- 
tion work to Spanish of the commercial software that 1 
own but TEXTVIEW may also be useful to find hidden 
clues or secrets messages in adventure games like Star- 
quake, Hacker, Spellbound, Never Ending Story and 
many others, or Just for quick inspection of your text 
files. 

EASY! 

TEXTVIEW is so easy lo use. Here are the commands: 

START Forward one sector 

SELECT Backward one sector 
OPTION Fast advance in the last 

direction selected 
HELP Set BLUE MODE [filtered mode 

ideal for text files) 
CTRL+HBLP Return to YELLOW MODE 



When you are looking at any sector, press the SPACE 
BAR to activate the automatic system that toggles in a 
periodic fashion throughout four different ATASC1I 
modes. Press RETURN to stop it In the desired mode. 
This unique feature enables you to find hidden words 
that are unreadable in the normal mode. 
The current sector (in hexadecimal) and the mode are 
indicated on screen at all times. 

TEXTVIEW combined with a good sector editor makes a 
powerful team. Try it! I send a salute to all Atari 8 -bit 
people around the world and may this program be 
useful for all. 

Juan Jose Rodriguez 
Caracas 
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TEXTVIEW 



&D2F*2a99#aD30»2a336BD3182A2a4l|l>74359P 

•6f (J « c c ?es f e f 8 c?a 3 &e e f 6 5 8 to 0 e e 2 e & 4 4 c 

0fl3 40 3 6185aiCE , 4 9 2 4 
CP lBZB DATA FD9G3CE BB93a DGB 

834CF434A9#8g$eiEE8Ae3D»e3EEBB83ADQB0$ 
C^W4DOBflaP0fte3, 1428 

1838 DftTfl C91tD88328&837A[>0B031Bfi?ie&O 

aaX50D8A83A84A4A4A4A2?eFlS6 9iaC91A»e82 

&9B6fl[>ft©S5S«23 , 3 IB 5 
DL 1848 DATA 1 BC? 1 A?eB26 7 BBB & AC3 5 A 5 

SBC?83Dee9295C37EAEAE6EAEAGB2a53E4A27F 

BD0B3436E988S&, 44fiB 
ZU IAS 8 DATA OA 3 BC A 1 8)F 4 6-8)2 8 E 03 6 AB F C 82 C 9 &C 

Fea3290E3fiADACB2C711D8832BZB3BC??4B888 

Z 8 3 3 35 A3 0 0880 C ,4286 
TO 106.0 DATA 0 2 A? 2 A&0C 4 82 A D IF D 869 2 A C 8 8 44 

e03407000800Bi88B088B880292E33Z532348B 

Z429332B8DX832 , 211? 
8 A 1878 DATA 25333388B2ASB4B582AE80BB08BB 

98888033252 X342F32e019181188888«880808 

08342^38343629, 1S03 
88 1988 DATA 2S37ee8889880088998099227?88 

2A75G16E 002 A 6F 7 3 6 5 8 8329 F 8472896 77S G 57 A 

08888896800800, 1985 
XH 1090 DATA 0008088880232132212321330688 

3 6 252E253A3S252C 2 1809000988908887878 78 

767846A0366B46. 167B 
N5 1199 DATA C636 7 94 2 603 8 396 2 388 23 88 2 2846 

C 636 7 646 5936 404 07078 476635 786282 4189 36 

A99AB0C40220LC, 2923 
51 1110 DATA 376069809008A27FA900980039CA 

10FBA2Z0BD00359D0038CA18F7ADFC02C90CD0 

F96888 89 800008,3723 
45 1129 DATA 9096602D2F24259921999898e868 

896800009 90OA9006D4835A92180623620D736 

ADFC82C9OCDO01 , 2270 
5 A 1139 9 ATA 68A*200D40*6A92Z0PB23626D736 

4 DFC02C f 6C86816 6 A94 8 604 835A 9 £390 6238 2 9 

D 7 3 6 A D F C 0 2 C 99 C , 422 6 
V» 1149 DATA Da0169A9606D4838A9246D923628 

D736ADFC02C7BCD09169201C3769FFFFFFFFFF 

FFFFF F FF F FFF F F , 8843 
HN 1150 DATA FFFFFFFF00203 93520EB36A909B5 

14A6l4C96eD8FA66B68888A27FSD003BC920F0 

1 FC 9 40F8 1BC 966 , 4 78 0 
CK 1188 9 ATA F6176980F913C9A0F99FC9C6F99B 

C9f0F907900939CA199B09A999999636CA16D2 

60A27FBD8034C9 # 81&6 
LL 1176 DATA 90F022C921991AC9499910C94190 

1 2C 9 66 9 800C 9C 1 900 AC9E 08896 386 9269 D093B 

CA19D8&9A9999D , 4600 
XP 1198 DATA B83BCA18CF69A207BD78359D0483 

CA19F768A27FA369 908034 9D0e38CA18FSA»66 

6DDC62A92A89C4 , 4256 
91 1190 DATA 82A21DBD92379D023B9D8234CA18 

F46 83334 213 2 3409 2 F 3299 33252C2523 349 934 

2F90232F2E3429, 2460 
ZU 1200 DATA ZE35258E£88 2E1629834,763 





US Doubkr 



Expand The Capabilities Of 
Your 8 Bit Atari 



Printer Connection 

IC D'sPri nter Connects on is a Centre nics parallel 
printer interface for Aran's 8 bit computers which 
™ D n'rEi, n plugs into (he computer's serial disk drive port 
and then directly into your Centronics printer. It 
wo rk 5 wi lh most parallel pri nto rs an d 8 b il soitwa re 
without the need tor special driver software and 
includes a built-in printer cable. £29,95. 

US Dotihhr 



Expanding the 1050 disk drive's strength is what 
ICD's US Doubter is all about. A true performer in 
the area of hardware modifications, this chip set 
quickly transforms your Atari into a powerhouse, 
radiating with innovative features never betore 
possessed by a 1050. Features like true double 
density for greater storage, single and double 
density support, an accelerated I/O rale designed 
to triple your speed when combined with 
Sparta DOS and full compatibility with easting 
Atari software. £29.95. 

SpariaDQS 

This Disk Operating System has been widely 
acclaimed as the best DOS for the 8 bit Atari 
range. Sparta DOS from ICD Supports everything 
trom 810 disk drives through RAM disks to hard 
disks. A special menu allows rapid transfer, 
erasure and locking/unlocking ot tiles using only 
the Space Bar, Option, Start and Select keys. 
The utility package supplied also features a 32 
character keyboard buffer, intelligent switching 
between disk densities, a binary file game menu, 
subdirectories and time/date stamping. Ideal for 
use with the new XF551 . £29.95. 

Sparta DOS \ US Doubler Pack-Only £49.95 

SpartaDQS X 

SparlaDOS X gives you all of the power of 
Sparta DOS. but on a cartridge (with built-in 
cartridge port for attaching othor cartridges} so 
thai Sparta DOS i s there when you need it. £49 95. 

SpartaDOS X H US Doubter Pack Only £74,95. 

P:R: Connection 



Now you're no longer limited to Atari compatible 
printers and modems. The P:R: Connection 
plugs directly into the serial disk drive port of any 
Atari 8 bit computer and provides the user with a 
standard Gentries printer interface and Iwo 
RS-232 serial ports. It also draws its power from 
PiRi Connect Ion your computer which means one less cord fighting 
for a power point while its compact size leaves 
your work space virtually clutter free. 

The PrR: Connection's serial ports use a tully 
compatible R: handler and resemble those of tho 
Alah 650 interface with the same signals and 
functions. £69.95. 




SpartftDOS 
Construction Set 





£ 



Frontier Software 
P.O. Box 1 13 

Harrogate 
North Yorkshire 
HG2 QBE. 
Telephone 
(0423) 557140/ 
530577. 



Frontier Software also distribute all 8 bit OSS 
products such as Aclion! (£49.95), Basic XE 
( £49.95), Basic XL (£39.95) and MAC/65 ( £49 .95} 
and their associated toolkits (£19.95) and the 
remaining ICD products - Rambo XL (£29.95) 
and R-Time'fl (£49.95). Please write or phone for 
our catalogue. 

All prices include VAT. Please add £2.30 tor 
postage and packing on orders of less than 
£100,00. Frontier accepts VISA and ACCESS 
(Mastercard). All products available from all good 
dealers or direct from Frontier. 
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ungeons &nragon 



John Sweeney 
looks back to 
the origins of 
today's top 
role-playing 
games and asks 
whether games 
on computer 
can compete 
with the real 
thing 



ONCE UPON A TIME, long, hong ago 
there was a little group known as the 
Castle and Crusade Society. Their fan- 
tasy rules were published and, to this 
writer's knowledge, brought about much 
of the current interest in fantasy wargam- 
tag. For a time the group grew and pros- 
pered, and Daoe Anieson decided to 
begin a medieval fantasy campaign game 
for his active Twin Cities club. From ihe 
map of the land' of the Great Kingdom' 
and erttrfrans - the territory of the C&C 
Society ■ Dave located a nice bog wherein 
to nest the weird enciave of Blackmoar < 
a spot between the Great Kingxlom' and 
the fearsome Egg of Coot', From the 
CHAINMAIL fantasy rules he drew ideas 
for afar more complex and exciting gairie. 
and thus begat* a campaign which still 
thrives as of this writlngt In due course 
ihe news reached my ears t and ttie result 
is what you have in yaw hands at this 
moment While theC&C Society is no 
longer, its spirit lives an, and we believe 
that alt wargamers who are interested in 
the medieval period, not Just fantasy 
buff 's, will erijoy playing DUNGEONS and 
DRAGONS. Its possibilities go far beyond 
any previous offerttgs anywheret" 
So went Gary Gygaxs introduction to 
the original DUNGEONS & DRAGONS on 
November 1st 1973- Prophetic words, eh? 




- 



1 doubt that in his wildest fantasies Mr. 
Gygax could have dreamt just how far his 
Dungeons & Dragons would go! 
D&D and Chainmatl la set of rules by 
Gary Gygax and Jeff Perren for playing a 
wargame: using medieval miniatures) 
were published by an American company 
called Tactical Studies Rules - you have 
probably only ever heard them called 
TSR! 

Unfortunately, those first versions of 
D&D were written for wargame fiends 
who already understood all the concepts 
of tabletop miniature warfare. To the av- 
erage person they were completely in- 
eomprehensiblet Those of you who have 
grown up with D&D may have difficulty 
understanding how difficult it was to get 
into it back In the Seventies. 
Apart from the D&D manuals having 
been completely rewritten a couple of 
times since then to make it much easier 
to get started, the bias of the game has 
also changed since those early days - the 
original D&D was subtitled: "Rules for 
Fantastic Medieval War games Cam- 
paigns Playable with Paper and Pencil 
and Miniature Figures". Now it is simply 
a "Fantasy Role Playing Game". The first 
D&D booklets don't mention RPGs at all - 
the name hadn't been invented then) The 
1 983 version states " A group game Is 
best with 3-6 players." In 1973 it said "At 
least one referee [Dungeon Masterl] and 
from four to fifty players can be handled 
in any single campaign, but the referee to 
player ratio should be about 1 :20 or 
thereabouts," 

So somewhere over those first ten years 
D&D became an RPG But. what Is an 
RPG? One definition 1 have seen Is "A 
Role- Playing Game is a game system that 
will enable you to construct an alter-ego. 
You create a character, perhaps quite 
unlike yourself, to enter a world strange- 
ly different from your own," 
Assuming you have a good group of 
friends to play with and a good Dungeon 
Master who has set up an interesting 
Dungeon, your fun at playing face -to- face 
is further enhanced by the interaction 
between the characters and the fact that 
you really can try ANYTHING! The DM, 
being a human being (presumably) is 
capable of understanding ANYTHING you 
want to try, and deciding how he Is going 
to handle it. 

So H this is where computer games come 
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in. Over the years many, many games 
have come out based In some way on 
D&D, But they all have two major fail- 
ings, inherent in the fact, that they are 
computer programs. First, since they are 
all finite in their programming and their 
resources, you are always limited to 
being allowed to try only those things 
that the program has been written to 
handle. Second, you can never really 
make your character behave Just as you 
want, you have to play the character In a 
way Lhat has been pre -determined by the 
programmer in order to win. 
Countless computer games come out 
these days labelled as RPGs H but, until 
we have computers like The Hitchhiker's 
Guide to the Galaxies 1 Deep Thought or 
Aslmov's positronlc brains, none of them 
will ever give you enough freedom in your 
character development to realty be RFGs. 
The only real way to achieve the kind of 
interaction you get when you play face to 
face with real people is, not surprisingly, 
to use real people! This is exactly what 
happens when you indulge In one of Hue 
many Multi-User Dungeons that are 
springing up all over the place. You use a 
modem and telephone line to link into a 
remote computer which plays the part of 
die DM and allows you to interact with 
all the other people who arc linked in and 
exploring this fantasy world. I have never 
played one of these - have any of YOU 
played them? How about writing an arti- 
cle for us about MUDs? 
So, if we can't have the full RPG aspect 
of D&D what can we have? What else is 
there in D&D that we Can replicate on 
today's computers? Some of the ingre- 
dients of a good Dungeon are deadly 
Monsters to fight, interesting NPCs to 
interact with (an NFC Is a Non-Player 
Character - Le. any other inhabitant, 
who may help or hinder you, but that 
you don't necessarily have to destroy!) , 
Magic and Combat Systems that work, 
Treasures and Artefacts (some of which 
should be useable - possibly magical - 
and relevant to the game in some way), 
places to explore and map (with mazes 
maybe), puzzles to solve, and sub-quests, 
the completion of which will In some way 
help you towards your final objective. 
And normally, as your character pro- 
ceeds through the game, there is some 
mechanism for measuring his or her 
progress and rewarding him or her suit- 




ably with enhanced capabilities - 
strength, hit points, etc. 
Dungeon Master was so successful be- 
cause it achieved all this {apart from 
NPCs) and had superb graphics AND had 
the best mouse interfaces I have ever 
seen for controlling your characters. It 
was not, however, an RPG in the sense 
defined above - you have no say in your 
character's personality development nor 
in his interaction with other denizens of 
this world - you just kill them! 
The first widely available D&D related 
computer games were the text adven- 
tures which grew up alongside D&D in 
the late Seventies: Adventure. Zork. 
Adventureland, etc. By the early Eighties 
the power of the micro had grown suffi- 
ciently to allow crude graphics. D&D 
fanatics quickly took advantage of this 
and by 1982 we had Sir-Tech s Wizardry. 
Origin's Ultima, and Kpyx's Dunjonquest 
[The Temple of Apshai). [hey all used 
crude line drawings , used the keyboard 
as the main interface, and provided long, 
difficult games with quite a lot of depth to 
them. They all had multiple sequels, 
which grew in sophistication as the 
machines grew in power and the prog- 
rammers and games designers learnt to 



use that power. 

The Ultima series is one of the best. 
Ultima fV covers all the aspects of D&D 
mentioned above, including NPC interac- 
tion. You have to converse with countless 
characters using single word prompts to 
glean information, It also goes further 
than any game I have yet seen in provid- 
ing an element of RPG. If you want to win 
you have to play a good guy and achieve 
perfection in eight virtues, so everything 
you do is affected by these personality 
requirements. Ultima V has finally been 
released on the ST and should be 
another winner. 

Recently another player had entered the 
arena. Strategic Simulations Inc., better 
known as SSI. for years a specialist in 
wargames. started producing some excel- 
lent D&D series - The Wizard's Crown, 
for the keyboarders , with so much detail 
that a single tight could last half an hour 
and Phantasie for those who preferred to 
use a mouse, have flashy graphics and 
have the computer to draw the map on 
the screen for themt 
By the late Eighties TSR had decided to 
enter the Computer Rat -Race and were 
looking for a partner with the right com- 
puter skills, They chose SSI and laun- 
ched the very first TSR- approved D&D 
computer games in 1988. Pools of 
Radiance has still not reached the ST, so 
Initially we had only Heroes of the Lance. 
This was basically an arcade game in a 
D&D setting you just hack your way 
round a fairly simple maze against some 
pretty dumb monsters then zap a dra 
gon. Part II - Dragons of Flame - is out 
now and promises to be a lot better! We 
also have Hillsfar - A Forgotten Realms 
Action Adventure - see the review in this 
issue- 
As with so much mass media these 
days, you have to look hard to find the 
gems amongst all the dross on the shel- 
ves, but, basically D&Ders have never 
had it so good - and the best will surely 
continue to get better! 
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XL/XE TYPE-IN 



BIORHYTHM 



MONITOR 



Ever wondered why it is that on some days you seem to 
be on top of the world, able to accomplish the house- 
hold chores with ease, complete the Times crossword 
over breakfast and generally be in command of things whilst 
on other days you're constantly making mistakes and can't 
seem to get your brain into gear? Well, although many factors 
contribute and Interact to affect one's well-being, it may be 
that biorhythms are fundamental responsible- 

WHAT ARE THEY? 

Biorhythms (literally the rhythms of life) are biological clocks 
which function as regularly as digital timepieces from the day 
we are born to the day we die. We all possess internal clocks 
which regulate our highs and lows on a dally basis. Jet- setters 
are made aware of this since high speed travel into another 
world time zone doesn't allow the clock sufficient time to reset 
so resulting in jet -lag. Shift workers suffer similar effects. 
The program presented here is concerned with three cycles 
operating on an approximately monthly basis and which affect 
our physical, emotional and intellectual or mental states. Each 
cycle can be considered as a sine wave rising and falling 
continually and it is the portion of this curve on which we find 
ourselves which aff ects the way we feeL If we happen to be on 
the rising part of the curve we experience a feeling of well- 
being but if we are on the declining section we don't feel so 
good. Between these two regions are the so-called critical 
phases when the wave is changing direction. During these 
times teach lasting couple of days) we arc prone to making 
mistakes either through over-confidence at the end of our 
H good' phase to poor concentration at the end of our not so 
good' phase. Rash decisions can be made at these times - 
indeed if all three curves happen to bottom out simultaneous- 
h/\ then watch out? 

HOW BIORHYTHMS 
ARE CALCULATED 

line calculations are very simple to make but become tedious 
and error prone if a series are to be made - just the Job for a 
computer which, so far as I know, does not experience the 
electronic equivalents of the effects we are looking at. All you 
do is work out the number of days you have been alive, making 
leap year corrections as necessary, then divide that number by 
23 for physical. 28 for emotional or 33 for the Intellectual 
cycles. Ignore the resulting whole number, which only informs 
us of the number of complete cycles which have elapsed since 
birth. If the decimal portion of the result lies between 0, 1 and 
0.4 we are into the good' phase of the corresponding cycle; if 
between 0.6 and 0 9 we are into the period when things don't 
go so well. The two intervening areas are the critical ones, 
between 0.4 and 0.6 indicating a high' and between 0,9 
through zero to 0. 1 marking a low'. Both periods require 
additional care to be taken when making decisions. 



USING THE PROGRAM 

A short pause will follow the RUN command. When the display 
appears, simply input your birthdate and die present date via 
the keyboard. Erroneous entries will be trapped automatically 
but If you want to correct a mistake, just press the backspace 
key (no shift required) to erase an entry, press it twice to erase 
both dates. There is no need to use the 'Return' key since the 
entry logic will recognise completed fields and blank an entry if 
impossible date/month combinations are Input. The program 
now calculates die three cycles and displays them in different 
colours over a three month period around the current date. To 
make a further entry, clear the graphs with the START key. 
Providing you enter dates at least one year apartO) the program 
will correctly calculate and display both past and forecasted 
information. 

HOW IT WORKS 

For those of you who like following listings die REM state- 
ments should prove adequate. In following the calculation, 
note that variable L which holds die total of days between birth 
and present is adjusted to the start of the previous month in 
order to ease the graphing process for die three month period. 
Mode 7.5 Is used here interleaved with text, whilst simple PMG 
and DLl techniques enhance the presentation. The use of 
variables as frequency used constants is not primarily a mem 
oiy-saver here but to reduce loading time which becomes of 
value to cassette users. 

SOME PARTING THOUGHTS 

On a final point. It should be stressed that the different cycles 
we've been analysing interact to a degree. For example, one s 
emotional state must affect the other two and this should be 
taken Into account when trying to correlate the information. 
Fascinating as biorhythms may be, articles on them are hard 
to come by and perhaps some of you may be able to throw 
additional light on the subject. I have heard that they are used 
by airline pilots to determine flying schedules and by athletes 
to optimise performance during training - very diverse pursuits 
indeed' Is this true? What triggers these clocks In the first 
instance and why do cycle lengths correspond to a precise 
number of days? Is there a solar or lunar influence which 
locks the frequencies into this light 23-28-33 sequence? 



by Dave Hitchens 
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EH 
ftL 

La 

¥M 
TB 

em 

JH 
EO 
NN 
IE 
VB 

KM 

5R 
EU 

MC 
PL. 

PB 
HC 
SB 

PO 

ES 
LX 
ZS 



CO 

OH 

IC 



RH 

KM 



ZS 
LB 
PH 

HH 



FH 

HP 

1G 
BA 



REM HKH WW WW WI 



HEM * 

REM # 

REM * 

REM * 

REM HKW WW M HWW 



BIORMYTHM MONITOR 
by 

Bay* HitcMHts 



* 

H 

if 



B 
1 

2 
X 
4 

6 HEM * NEM ATARI USER - APRIL 98 * 

7 REM I tWi C KW WMir i tHHWMMU lti K Mn Ht t tf KWHH WM MMW 

0 REM 

IS GOTO I960 

30 POKE 0?, INT C5C/Z563 : POKE 2S6* 
PEEK £8 91 2 RETURN 

34 rem ■a r rarara n i T .ii aM 

35 TMPT-0 

46 N-I;PO*E 1617, 94»CTMP=03 : POKE 1618, 

94+MTHP>QJ 

50 GET HI f A 

55 IF fii!26 AMP M> I THEN GO5U0 4 00+ TMP 
E POSITION TMP+K1B , I ! * BSeGOTO 4B 
60 IF AzlH THEN TMP:=0 : *-Z:GOTO 55 
65 IF A<4 8 OR A>S7 THEN 90 
70 POSITION TMP + H1B, I : IF HOT TMP T HEW 

IHj, NJ =CHR# ifkT : ? S$ 
75 IF TMP TUCK E* CN, Ml = CHR$ (A3 a ? E$ 
0B N=N+lllF N = B OR 11 = 0 + 0 THEM B"B + I 
05 IF H<11 THEN SB 

90 IF NOT TMP THEN S (II -V AL C.5* tl , Z3 3 1 

* C Z J = U A L C^f € H , H+IJ ) I 3 1 0) - V A L C St t7 , NIB 3 

1 EH$ = S5 tfl=»Ca)/H = INT (5 CB3VH1) 

»B IF TMP THEN E £13 = UAL EES £1, Z)) IECZ3 = 

UALCEtCH # H+I»| iECBl=URLfE*C7,N10)3 tH»= 

E* 1 0 = (E CD J yH=INT fE EB3 /HI I 

100 TRAP 300 i IF SCI*>MCSCZ*)+B OR SCZ1 

>1Z OR StZl <I TNEN A=12BtG0TO SB 

1B2 FOR N = I TO N10 I K* CN , N3 rCHRf (ASC CH* 

CNji NJ 3 +12BJ t NEHT M 1 POSITION TMP+N10,Ii 

* H* 

IBS IF THp=0 THEN TMF=ZNM10 i GOTO 40 
118 TRAP 300 J IF ECI)>HCECZ>J+Q OR E 1ZJ 
>12 OR ECZKI BR ECDKSCBJ THEN A~120 ; 
GOTO 59 

lZB TRAP 400 BB s POKE 1616,0 

129 REM 

130 L=OlG=0!lF E 103 /H=INTf E C03 /H) THEN 
0 = 1 

139 FOR M-MCSCZ3) TO Stll+I STEP -X*M 
L. + I i NEHT Nt IF StZJ=Z THEN L=L+C5CBJ/M- 
INT CS Cft) /Nil 

141 IF StZJ-12 THEN 140 

142 FOR M=SCZ3+I TO 12iL=L+M£N3 ! IF N=Z 
THEN L-L+ CS CB3 /H- INT £5 CB J /H3 3 

143 NEHT M 

145 IF SCBJ+lOEfBJ THEN FOR N=SC0)+I 
TO CCB3 -XlL = L +365+ fN/H^INT tN/H?> £ NEHT 



GH 147 FOR N"I TO E €13 J L-L + I s NEHT N 
RC 140 IF EfZi-I TNEN 151 

UC ISO FOR M-T TO E CZ3 -I ! L=L+Mt N3 I IF M-Z 

THER L=L+fl 
IC 1S1 NEMT H 

YY 152 TMP=EIZ) ?Tl=HCTMP-I>+fTHP-I=Z AND 
OJ :TZ=H(TMP3+fTMP=Z AND 01 t TI=M CTMT+I1 
+ETMP+I=Z ANB 03 

OM 155 L=:L-T1-E Cl> 

Ufl 190 PH-L/23INT tL/I3) : EM=L/26-I«T f L/2ft 
1 :IH=L/33-IHTIL/33J 

MU 159 REM ■^ii:n!iaiatfn*i 

KS 158 TMP-ECZ1 ! RB=1«11 

VS 199 SC=SCliGOSUB NXO 1 RESTORE 1B2BEP0NE 
182 , TMP-I iREAP MS; POSITION N30-I- CLEN 

|Mf>/EI>Iif MS 
E0 170 SC = SC2 : GOSilB MSB ! REAB MS 
CB 175 POSITION 24 ,0 : ? ©S £1, T1J : D = H»Tl+48 

! POKE RB , D : POKE RB * I , 0 : «fl- RB+ Z 
YC 100 POSITION N3B-I-«LEN£MS3/Z> ,1:? MS 
FC 105 SC^SCSt GO SUB MSB l READ MS 



EC 19B POSITION 24,0:7 D$ £1 , T2) * P=H*T2+40 

jpoke rb,i>:poke rb+i , &:au=RB+z 

VT 195 POSITION N38 -I - f LEN CHS) /Zl , I ! ? MS 
ZH ZOO SC=SC4 3 GOSUB N3B : POSITION H,0?? 0$ 
(I,T3) :D-K^T3 + 48 : POKE RB j 0 ; POKE HB + I,D 
VA 218 POKE S3250 4 55+H*ECIJ 

E 5 ZZB POKE 67,H + B 

FY 225 SC = SCl:GOSUB N3B : T5 = T1 " GO SUB 25B : S 
C"SC2iG0SUB MSB i TSsTt I GOSuB 25«:SC-5C3 
SG09UB N30;T5=T3fG0SUB 250 

ZB Z3B POKE 07,0 

UT 240 If PEEKC5327?1=0+B THEN RUN 
Ofi 245 GOTO 240 

KK 250 Te=23iT4~PH:B=I:G0SUB 270 : PM-T4 : ■>- 
Z t T 4 - E M i T0-2B ! GBSUO 270 i EM=T4 i P~ B E T4=I 
N : T6=33 ! GOSUB 27BlXN»T4 

ZK Z6B RETURN 

FO 27B COLOR D:K=I6lY=33 

CH 275 FOR N=I TO TS 

SM 280 IF T4>I THEN T4=T4-I 

UU 205 Fl=T4iIF Fl>6,5 TNEN Fl-I-Fl 

ES 298 PLOT H , Y &B*F1 ! DRAHTO H+B,V-6B**FI 

UI 295 K~KtH i T4=T4 + I/T5 I NEHT N 

AL 207 RETURN 

L| 300 A=126:G0TQ 95 
HO 4BB S$=BS : RETURH 
HQ 410 55-6$ i RETURN 
MA 420 ES-BS ! RETURN 
CH 999 REM B^iMlllll 

BN 1BBB 0 = B!I-1 [ E-I + I J 5 = 1 + 1 tH=l + I ! H10 = ie i 
N30 = 3B;MM MSCN103 t 0t CM30 + I) , S* CN1BJ , E 
* CHIOS j Bf CRIB] , Hf CN103 , MH3) > 5 IB) , ECO J 

All 1010 B9= 1I 1234BO700B1234B6709B1234BB7B0 
B 1 " r s S = ■ ■ B liMtitMrti l l l B " lgt = gtiBfeSt tOI»eil u 
IjH ( 0,»lt{» 

ZF 1020 PAT A BHMHi^WIJ . BBIHTBffB . IfB Ff Bf Bl^ . i*fff 

DC 1025 RESTORE 1030 9 FOR N = 0 TO IS ) READ P 

iMCNi =P t NEKT N 
VL 1030 DATA 31 , 31 , 20 , 31 , 30, 31 , 30 , 31 , 31 , 3 

0,31,10^31 j 31 
CB 1040 GRAPHICS 24 1 POKE 55*,OlPOKE 82, 0: 

POKE 792 j 1 3 PL-PEEK C560* +2S6*PEEK C5B13 i 

SC-PEEK C8B3 +256*PEEK tOS3 
CB 1B50 FOR N-9 TO 112 S POKE PL+H , 14 I NEMT 

H 

UM 10BB FOR N = I TO 27 f REAP PT, Pi PONE PL + P 
T,R;NEHT N 

PH 1070 PAT A 0,16, 1,8, 6, 7,7, 240, 8. 6, 40, 14 
2. 41, 130,42,112 t 43, 6, 75, 142, 76, 138, 77, 
112,78.6,112, 142,113,130, J. H ,56, 115,6 

ME 1075 PATA 116,144,117.0,122,65,104, 70, 
105,0, 3,70,110,64,119,128, 128,130,121, 
13 

SB 1888 PBKE DL+123 , PEEK C5603 I POKE DL + 124 
, PE EK £5611 :POKE BL+106 , PEEK C10B1 -10 

00 109O GOSUB 2 8 OB I POKE 5X277,0! POKE 023, 
I:A-USRfABftC >i &VB Et\ \Hh#">> 

IV 1188 POKE 512 , O \ POKE 513, B+B; POKE 559, 
46: POKE 54 2 66,19 2 

EM 111B POKE 87, OPPOSITION 1,1:? 



H I (iRH V T 



HH HUH J T PH 



birthda 



j S* j 



ET 1128 SGl^SC i 902= SCI +1348 ;SC3=SC2+ 1344 

SC4 = 3C3 + 13B0 i SC-SC4 ; GOSUB HXB 
BZ 1150 POSITION O,!!? 

QEEEm ";ES; 
VK 1160 ? "PHYSICAL 
TELLE C T U A L-t -m i -m 
llllllllllll' 
IB 



EMOTIONAL 



IN 



SA 12BB GOTO 
JH 1999 REM 
RL 2BBB BIN PMG* {503 E Pt^9^^BSM3^^lSrmStM 

continued *" 
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HJ 2MS PMCS PEEK fi B6I -4« : POKE 54279. PHG : P 

HH 2010 FOR 11 = 784 TO 711: READ D ! POKE H,D; 

HEHT It : DATA ZZB^ltS ^, 8 , 56 , 2P9 , 234 , IB 
HF 2SZ8 FOR 11=53248 TO 532 59: READ r>:POKE 

H|D; NEMT H : DATA 48.172,0,192,8,9,9,0,3 

SV 29IO IF PEEKC153*5-?2 IHEM RETURN 
PK 2835 FOR D=2» TO 76 STEP 28 
AU 2037 FOR K = 0 TO B ! POKE PMG *3 1B>*I + I> , * 5 5 
1 NEXT H 

ftU 2640 FOR H=I TO 25 ' POKE PNG+ 512+D *H , 8+ 

A S C CPMG $ tN , N ) 3 : NFXI N 
DD 2858 FOR N-26 TO SO ! POKE PMG+61S+D+N , 8 

+ O^C (N , N) 3 ! RENT N 
DF 26«0 HEHT 0 

KD 2878 SB=748+PMG3 POKE RB, B+H ! POKE RB+I, 
8 + H:POKE RH *5 > B + H ; POKE RB + 8.B + H 

PO 2O80 FOR N = 8lS tO 842 SFEP 27tP0K£ PH6 
+ M , B ! POKE PHG + H + IjrBiNEXT K 

ER 28?? REM BilU 

GO 2188 RESTORE 2118IFOR N = 0 TO 54:REA8 f> 

SPOKE ISie+BjD E MEHT H 
PH 2118 DATA 72, 138,72, 174,64, 6,183*65, 6, 

141 ,18, 212, 141, 24, 286,189, 75*6,141,1, 2 

86, 236,64,6,184 ,176, 184*64 
HH 2128 DATA 8,6,8,8,169,8,141,64,6,230,2 

83 , 165, 283, 281,11, 288 „ * , 169 , 4 , 133 , 283 , 

141, 194, 2, 76, 98, 226 
LV 2148 FOR R=0 TO 19 : RE AO D ! POKE 1688+H , 

0 ! HEKT N 

SA 2145 ROTO 8,116,229,118,226*118,228,66 
,96, 8, 118, 172, 172, 172, 172, 172, 172, 8, 8* 
6 

AE 2289 RETUBM « 



BIORHYTHM 



MONITOR 




SEE PREVIOUS PAGE 
FOR DETAILS 
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ATARI 8 BIT SPARES AND REPAIRS 

SPARES FOR MOST ATARI 8 BITS 

Including reconditioned 1 050 drives 
1010 buttons - 130XE keyboards 
power packs - I/O cables 
upgrade kits - disk software 
and lots more 

Contact Derek Fern for details 

021 353 5730 



XL/ 
XE 



REPLACEMENT ST 



and 



EXTENSION CABLES 



BROKEN JOYSTICK? 

Nin-n olI u f Leu 'broken' joysticks require 
only a replattmerU cablfl since The w res 
often break at Ihe plug end. With Atari 
type joysticks, simply slip the spade lugs 
of this replacement cable onto the PCB. 
Should tit other joysticks although the 
lugs may need replacing 
REPLACEMENT JOYSTICK CABLE 



ST JOYSTICK/MOUSE 

EXTENDER 

fln more fiddling about underneath your 
1 040 or &20. This short extender allows 
both joystick and mouse to be connected 
a short way from the sockets. Saves wear 
on the plugs and sockets and makes 
swapping ol |0ystick and mouse easy 

£5.95 



OTHER CABLES FOR ST 

HA^D DISK REPLACEMENT CAfiU £15.95 

HA^D ] 5H LKTEtJSlON CABLE |1 MfTflEJ CM.95 

1 HETF.': FLOPPY j W VE CABLE E15.&5 

2 METRt FLOPPY j 3K W VE £:«.":«S C '< CAB. F EH ?6 
1040ST/5SCSTFH TD MONITOR WITH SCAM El 1 K 
SOCK" 

5'ZflSTTD PHILIPS B533 M0NITDP. £11« 

MO^COLOJflSWTCHUNIT EtftS 
(Alcws rnonciiiirj coloir M|Ki ranan 
cDnneda] and soilcfed;* 

PAIR OF COILED Itfffil LEATJS EJ.ai. 



MOVE YOUR PRINTER 

You dont need lo keep your printer so 
close to the computer. An extension cable 
will fit between your existing cahle and 
your printer to enable you to place the 
printer almost anywhere you want. Don't 
be restricted! fits any Centronics setup. 

2 metres £7.95 

3 metres £11.95 



CABLES FOR XL/XE 

3(LXE 1 METRE REPLACEMENT 

SERIAL CABfi €8.95 

JIL/XETO MONO MONITOR E2.95 

XLiXETOSCART E5.95 

XLMTD COMPOSITE VIDEO £3.95 

All cables are top quality 
for faultless data transfer 

ST to 850 NULL MODEM CABLE 

If you already have an 8&0 interface or 
P:R: Connection you can now hook your 
XLO(E up to your ST and transfer files 
with any comms program. This cable 
simply plugs between ihe interlace and 
E>T modem port Use Kermit (available an 
both machines) or similar to transler files 

£8.95 



Phsl and packing Ires ill UK. Sand ElWDJue dj P.O. nr quels AeCB»/VI*a numtmr Cn 

PAGE 6, P.O. BOX 54 t STAFFORD, ST16 1 0R 
Telephone orders by Access or Visa accepted . Tel. 0785 21 392 S 
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DOUBLE DISK BONUS 



ASTROWARP 

A 2 PLAYER SPACE FIGHT 
in 100% machine code 
by Peter Caddock 



ASTROWARP Is a two player game and two joysticks are 
required. Boot up side 2 of this issue's disk and away you go! 

Once at the title screen press either of the joystick buttons or 
press START to activate' the warp drive which will send you 
and your opponent to your battle ground. The two ships (an 
L Eagle' class tighter and a "Saucer 1 ) are piloMess and are con- 
trolled by remote via the players using joysticks. The game is a 
'tug-of-war' in space but in this case you push your opponent 
backwards towards his back markers instead of pulling him 
towards yours. This is achieved by hitting your opponent with a 
blast from your magna-laser. Each hit against your opponent 
scores 1 for you and pushes him backwards, the background 
scrolls away from him. The object is for you to hit your oppo- 
nent as many times as possible without being hit yourself, 
(almost impossible!). Eventually successive hits will make your 
opponent pass the boundary markers and he cannot be pushed 
any further, at this point one of two things may happen. The 
game may end or he/she may fight back in time and push you 
Backwards towards your boundary markers. A cup will occa- 
sionally appear showing who has the advantage and at the end 
of the game It will show who had the last advantage. The score 
wfll show the winner. At the end of the game both remote crafts 
will fall and explode on the planet surface. 

Of course the game is not quite so simple as it at first appears. 
Set in a strange solar system, the game is played above a 
planet surface in one of five sectors: ALPHA, BETA, CORON, 
DEROL, ZETA. Fuel is magnetically charged and loses its 
charge at different rates depending upon which sector you are 
in. ALPHA discharges your fuel very quickly and as a result the 
time you have to beat your opponent is shortened. BETA 
discharges fuel at a slow rate, game time is lengthened and so 
different tactics have to be applied. The fuel level is shown at 
the top of the screen and is identical for each craft so only one 
display is necessary. As a back-up, a SYSTEM guide is display- 
ed at the bottom left of the screen showing three levels of 
urgency. 'GREEN' is fuel at optimum charge, 'YELLOW means 
fuel is discharging, and 'RED 3 indicates that fuel is almost 
completely discharged. 

As both players have an unlimited stock of remote crafts at 
their disposal no display is required. Magna-lasers on the other 
hand can only be recharged, to a maximum of 5 blasts, when 
both craft reach zero. Therefore an element of strategy comes 




into force, if you deplete your magna-laser charge to zero but 
your opponent still has some charge left he is likely to take 
advantage of the situation and 'unleash' his remaining lasers at 
his leisure, putting undue stress on you! Each players' laser 
charge is displayed at the bottom of the screen, when both 
reach zero they are automatically recharged to 5. 

Additionally gravity affects play by pulling both players to- 
wards the pJanet surface Below a certain specific height the 
players will lose control as gravity becomes too strong for their 
engines to cope. This will result in crashing and exploding on 
the surface below and scoring 1 tor the opponent. 

As the game progresses It will become apparent that the 
players are not alone in space. Indeed they constantly have to 
avoid collision with rotating space rubble, meteors, satellites, 
and an offensive storm cloud which is attracted by the magnetic 
fuel on board each craft. The cloud unleashes lightning towards 
an unsuspecting player as it orbits above him. These annoyan- 
ces may appear at any time and often cause trouble when you 
are least expecting it. 

It has to be said that there is a deliberate weighting in the game 
and players who tend to be better at games are asked to pilot 
the saucer craft The weighting is slight but it exists. 
Other items of interest include a pause ON/OFF facility via the 
space bar but orbiting objects do not stop for anything so 
beware! Flying your craft directly in front of any of the back- 
ground planets is likely to be bad for your health - correction IS 
bad for your health] (well I did say it was a strange solar 
system!). The final scores are displayed during the titles and 
the highest score of the day is also displayed. 
The game was originally devised by my cousin Gary P. Tins ley 
who had a couple of BASIC games listed in the old ATARI 
USER. It was originally written in BASIC and still exists in that 
form. This machine code version takes the original ideas a lot 
further. For best results turn the lights out, the colour and the 
contrast up, and the brightness down so that black is black and 
watch for the subtle two level parallax scrolling! 
I hope you enjoy it! 



SOUTH SEAS TRADER 1906 



by Mike Blenkiron 




South Seas Trader is a trading simulation set in the South China Seas at the turn of ihe 
century. You begin Ihe game awing 500 & big ones and have 12 years (one month at a time) 
to repay this, and end up in the black. You trade at various ports In live commodities each 
subject to inflation or indeed deflation. Additionally, a! each port there is one oth&r option 
ranging from borrowing money to taking on board refugees! 

The game can end in one of many ways which include killing: yourself ai Russian Roulette 
and imprisonment for Opium dealing. Each ending has its appropriate music - either 
'Happy days are here again' or the obligatory 'Deaih march'. 

THE DISPLAY 

The screen display consists of a multicoloured GR.Q screen divided into three parts - two 
for display purposes and one for input 1 messages. As all input is via the keyboard, the 
BREAK key is disabled though RESET Should stop the program in its tracks. The data for 
the Oil's used to produce to two extra colours, can be found at line €040, with the new 
Display LI si data al 6050. While I'm on the subject r the 'flicker" caused by keyboard 
input is eliminated on XLXE models by the POKE 731,255 at line 4070 which turns off the 
keyboard speaker. 4Q0/8GO owners will jusf have to persevere I'm afraid. 

My thanks to Mulley for his constant support and encouragement, and also thanks to 
Bonehead for the Cheese and Pickle sandwiches. 
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Ian Fi n lay son's 

SUBROUTINES 





ADDRESS 

BOOK 

REVISITED 



INTRODUCTION, CORRECTION 
AND APOLOGY! 

It seems from the amount of correspondence 1 have received 
that you prefer the meatier programs to the short tutorial 
subroutines and so 1 have written an addition to the cassette 
database that will allow you to search for a particular item. 
But before we get onto that 1 must make a big apology to those 
of you who have had some difficulty with the program so far, 
At first when I had one or two letters from readers who could 
not make the database work 1 thought it was all 'linger trou- 
ble\ but I got several more letters which all seemed to have 
problems In the same area. I went back to my archives and 
rebuilt the total program from the separate parts and it all 
worked OK, so 1 went to the versions that came back from New 
Atari User with my disk subscription and built it up again from 
that. This time It did not work, and a close comparison of the 
two versions revealed the problem. In the first part of the series 
I set up a framework for the program, and then in later parts 
found that one or two lines had to be deleted so I put In 
program lines like this: 

1S001 REM DEI^TE THIS LUTE 

These should have overwritten the unwanted program lines, 
thus effectively deleting them. What happened next is pure 
surmise, but I think that our very thorough and hardworking 
Editor did a very comprehensive job of proof reading my 
submission. When he got part way through my lis tog he saw a 
few lines which said "REM DELETE THIS LINE" and thought to 
himself; Poor old lan, rushing to get his work in on time 
again, lie s forgotten to get rid of those lines he marked for 
deletion. So he helped out by removing them before they were 
published! fGood try. km. but fhe Golden Rule is never to play 
around with the listings. Ed.) Thus, there are some five unwan 
ted lines which could be lurking in your version of the program 
causing problems. All you have to do is ensure that lines 6001 
7001, SOOT 12001 and 12002 are removed from your typed in 
versions of the program and It will work! 
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SEARCH SUBROUTINE 

One or two of you have Indicated in your letters that it would 
be handy to be able to search for a particular record. One way 
of doing this fairly quickly on a small database would be to 
sort the database on the field you wish to search by, and then 
go to VIEW record 1 and step through with the + key to ilnd 
the one you want, because of the similarities between sorting 
and searching I have chosen to combine them under one 
heading in the main menu. This would be particularly approp- 
riate If search routines were always preceded by a sort, I had 
originally intended to do this, but decided to go for die sim- 
plest possible search which should be adequate lor this appli- 
cation where the total number of records will not normally be 
very high. 

PROGRAM ANALYSIS 

Line 102O - this amends the old menu item to include the 
SEARCH function 

Lines 30O3 to 3018 - change the old sort submenu to include 
selections for searching. 1 have chosen to search the same 
three fields as were used lor the SORT function. 
Lines 302 S to 3028 these extend the branches that result 
from the keypress. Depending on which key is pressed the 
variable OFF is set and the string SEARCH$. The former is the 
same offset value as was previously used in the SORT sub- 
routine, that is the number of characters from the start of the 
record to the start of the field to be searched. SEARCH$ 
contains the name of the field being searched. 
Lines 3200,32 05 - PrompL for an input of a string to be 
searched for [FIND$). It is not necessary to input the whole 
Item and this can help bv making searches more general. For 
instance inputting "JO" would find JOHNS, JONES or JOHN- 
SON if they were In the data (but not Johns as the search Is 
case sensitive). The input is left very general, with no error 
trapping, as a nonsensical entry does no harm. It just fails to 
lind a match in the data. The variable R (record number) is 
initialised to zero. 

Line 3210 finds die position in DAT$ (the databasel of the 
start of the field which is being compared to FIND$. 
Line 3215 is where the comparison is made. If there is no 
match we jump to 3240. Otherwise the program continues to 
3220. 

Lines 3220 to 3235 - First print the record number where the 
match was found on screen, then prompt for a Yes or No to 
search the database further. 

Line 3235 - If no further search Is required the program 
RETURNS to the main menu, otherwise it continues. 
Lines 3240 - 3250 increment Rby one to take the search Into 
the next record, then checks, and if the end of the data has 
been reached prompts for a keypress and returns to the main 
menu If there are still more records to go line 3250 loops back 
to 32 1 0 and the search continues. 

Line 12001 is an extra line in the setup part oi the program 
which is used to initialise the two new variables 5EA1*CH$ and 
FINDS. 



EI 1 REM ** MM* H WkMW H H MW M ttttH M* WKXHHWi H WM W- tt 

m 2 REM * TUTORIAL SUBROUTINES * 

AU 3 REM * ADDtt£55 BOOK - ADDITION * 

EF 5 REM * ShflliCH * 

EN 6 REM M KMMMMMM W I f WBHWWIHH l MUMmmH M.WWHKH 

UA 7 REM * NEK ATARI USER - HAflCH * 

El* S HEM HMMlf KMMHM HMHMMMtCMMMM I t KM m i H WKHf itM 

NO 9 REM 

I« 102* ? " 0- SORT OH SEAOCH DA? ABA5E 



GU 1003 ? "II":? '* 



ZN 3015 ? 

HE** 

IH 3416 ? 

ODE" 

OF 3017 ? "++ 

HI 3B±e ? H, 44 



4, SEARCH FOR 5 URN A 
5 , SEARCH FOR POSTC 
6. SEARCH FOR DATE" 



CHOOSE A NUMBER 



115 30 70 GO SUB KEVPRE5S t IF KtV=4*t THEN OFF 

-15:C0T0 3048 
IG 3925 IF KEY = 5Z THEN OFF - L S: SfAU V H^-" 5 U 

RNAHE" ! GOTO 32ftO 
FC 3ft££ IF tt£Y=53 THEN 0FF = O7 ! 5EARCHS = ,, P0 

5TCODE M : GOTO 3200 
LT 3827 IF KEY =34 THEN OFF= i ; SE AftCH$="0 

ATE" : GOTO 3700 
Py 3070 GOTO 3020 

CM 32BB ? "H++TVPE EN THE " j SEARCH? ; " TO 

SEARCH FO*"j 
YG 3 265 INPUT FIND S J F = LE N CTIHD $ 3 1 : R- B 
EC 3210 START=QFF+ll5*tt+i 

AK 1215 IF FINOS ODATS (START M STAST + FI THE 
N 3240 

DR 3220 ? : 7 FINOS;" FOUND IH RECORD ";R+ 

l:? "CONTINUE SFORCH?**j 
NR 323Q GO SUB KEYPRESS 

UD 3235 IF KCYO05 AND KEY <> ill THEN R=R + 

1 : RETURN 
PR 324B R-R*l 

EJ 3245 IF ft-LENCDAT5J^115 THEN ? :? "END 
OF DATA - PRESS A KEY TO CONTINUE** i CO 
SUB KEYPRESS ; RETURN 
PO 3 258 GOTO 3218 

KY 12001 DIM SEARCHES! , FINDS (15) 



FURTHER DEVELOPMENT 

The search I have listed here is, as I said, very simple., but it 
should be adequate for a small data set. There are quite a few 
different ways of doing a search which you can find in some of 
the more erudite books on programming, and some use clever 
algorithms which are difficult to follow. One way of speeding 
things up if you are doing a search in a large data pool is to sort 
the do to, into order first. Once the sort is carried out it is no 
longer necessary to search through every item of data. You can 
jump straight to the middle record of the database for the first 
search comparison. If ir equals the search criteria the search is 
complete straight away. If it is less than the required value then 
the first half of the list can be discarded and the search continues 
with a jump to the middle of the remaining data (that is the mid 
point of the second half of the data). Similarly if the middle data 
set is greater than the required set the second half of the data 
cannot contain a match and the search continues in the first 
half. 

You can see that in this method the amount of data left to be 
searched is halved after each iteration, so the search homes in on 
the required record very quickly. This method is effective where 
the data set is large and an efficient sort routine is available, or 
if the records are always kept In a sorted order. 
The power of this type of sort is shown by the fact that 2,400 
records can be comprehensively searched with only 12 compari- 
sons, 10,000 records with 14 comparisons' The search can there- 
fore be very fast, but the time taken to sort the database before 
searching is an overhead that must not be forgotten. 
As always, I am prepared to help if you get into difficulties and 
if there is something you would like to see in future articles 
please write. Send a SAE if you want a reply - send a cassette or 
disk if the problem is complex, I will return it. Please be patient if 
you don't hear from me immediately (my work keeps me away 
from home more than It used to} but 1 will get round to you 
eventually. 

Write to: ran Finlayson 
60 Roundstone Crescent 

East Preston 

West Sussex 

BN16 L D Q 



HINTS, MAPS & SOLUTIONS H £5* 

to COMPUTER ADVENTURE GAMES 

Compute! 's book with solutions to some of the best of the more recent adventures 
including Guild of Thieves, Jinxter, Kings Quest, Knight Ore, Plundered Hearts etc. 
Recommended price £16.95 

SPECIAL READERS OFFER PRICE just £8.50! while stocks last 

PAGE fi, P.O. BOX 54, STAFFORD, ST161DR, Tel. 0785 21392B, Access and Visa accepted 
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PROTECT IT! 

BUILD A SWITCH FOR YOUR 1050 DISK DRIVE 



Before you read any further, please bear in mind that any 
modification or alteration to your Atari equipment, 
other than that completed by authorised service agents, 
renders any guarantee null and void- But if your equipment is 
more than 12 months old or you want to modify and risk it . 
then read on 

This modification to your 1050 disk drive will allow you to 
write to both sides of a disk, Without having to remove the 
write protect tabs - just think, no more sticky glue marks on 
vour disks, and you can forget about notchers, hole punchers 
and razor blades. It makes writing to the disk easy as pie, but 
beware as with all good things there is always a snag!! It is so 
easy to use you can forget to check the LED colour and 
overwrite vour master disk' 1 Disaster! 1 ! . 
For those dedicated Atarian's who are still with us and who 
haven't chickened out. I can say that I have used this protect 
switch set up for the last two years without losing a single disk 
of data. 



TOOLS YOU WILL REQUIRE 

Small 15 watt soldering iron and solder 

Pointed nose pliers 

Small crosshead screw driver 

and most importantly, a clear work bench .... 



CONSTRUCTION 



A parts list is shown at the end of this article, descriptions are 
jjiven together with the code number of each item, which can 
be found in the current 1990 Maplin electronic component 
CT-tyJ.og.iJ e 

[he first task is to construct the switch and LED wiring 
harness and then to fit it into the drive. Take the length of 1 0 
way ribbon cable and separate 3 wires from it. cut from this a 
three inch length, trim the 3 wires for about half an inch at 



r 



Flat 







2 





each end of the 3 inch piece. Strip the Insulation back about 5 
mm on each wire (at both ends) and tin the wires with solder 
ready to be soldered in position. 

Cut ei£ht quarter Inch pieces off the heat shrink ske^ and 
put 3 of them onto each wire, (at one end only), well back do* n 
the wire so that the tinned part still shows. 
FIGURE 1 shows the multicoloured LEI 3 with its pins marked 
1 2 and 3. Note also the position of the flat on the LED s case. 
Solder one end of the wires to the legs of the LED, one wire to 
leg 1 another wire to leg 2 and the remaining wire to leg 3, 
Slide the heat shrink down over the Joints, apply a little heat 
and the sleeving will shrink and protect and insulate each 
joint. Each leg of the LEH must be isolated from f^f^* 
Take the remaining length of three wires and cut off 16 Inches 
if switch and LED are to be fixed externally or 12 inches for 
internal fitting. Strip and tin the wire ends as before, both 
ends On one end solder the three Minicon terminals and 
insert them into the Minicon housing. Figure 2 shows the 
correct positions for the 3 wires in the 4 way housing. You 
should now have an LED with 3 wires attached and a Minicon 
connector with 3 wires attached. 

Now you must connect these to the switch. Referring to Figure 
3 you can see where the six wires should connect to the 
switch First though, locate the wire designated 2 on the LED 
and the wire designated 5 on the Minicon and twist the two 
tinned ends together, solder them into one connection. Now 
vou only have 5 wires to connect to the switch which can be 
seen in Figure 3. Take the remaining 5 sleeves and push them 
over the 5 wires {including the paired wires!- 
Now wilder each aire to the switch in iLS designated place. Be 
very careful here, make sure you get it right. As you solder 
each wire in place, pull down the sleeving and heat shrink in 
position. You should end up with a completed assembly as 
shown in Figure 4. 




FIGURE 1 
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FIGURE 2 



FITTING 

At this stage you can either fit the assembly Inside the 1050 
case or fit it into a box that can be attached to the side of the 
drive with double sided pads. 

To fit internally, turn your drive upside down and remove the 
4 cross head serews located on each comer of the base. While 
holding case together turn the drive right way up and remove 
the top cover by filling Irom the rear. 

Looking Into the drive from the front, you will bee 5 brown 
connecting blocks at the left rear (they have lots of wire going 
to them from the top mechanism). Locate plug Jl 1, its the one 
nearest the front. 

Carefully remove plug J 1 1 with a pair of long nosed pliers - do 
not pull it out by the wires, they are very delicate. Once 
unplugged you can just leave it disconnected, it should not 
interfere with the operation of the drive. You could tape it to 
the side if you are worried. Insert the Mtnieon plug you have 
just made into Jl 1, ensure the pegs on the base of tbc Minieon 
housing are pointing inwards to wards the centre of the drive. 
Remove the dark grey front surround plate and lay to one 
side. Using Figure 5 as a guide , decide on the best positions for 
the LED and the switch. Drill a 3/ 16 Inch hole for the switch 
and a 9/32 inch hole for the LED holder. Insert the switch into 
it's hole and fix with the nuts supplied, insert the LED holder 
into its hole in the front plate and fix with the washer and nut 
from the rear. Plaee the front surround back in position and 
reassemble the drive case. 

If fitting the mod externally < feed the cable from the switch 
around the ease and enter via the drive select switch at the 
rear, then Insert the plug as described earlier. 




FIGURE 3 




FIGURE 4 



TESTING 

Power up the drive, the LED should either be RED or GREEN. 
If not your connections may be suspect. Move the switch until 
the LED shows RED. Insert a DOS disk and try to format, if all 
is well it won't be able to do this, and will error outtL Now set 
the LED to GREEN, now when you format all should be 
normal. 

Remember RED IS PROTECTED, GREEN IS UNPROTECTED. 



Page 6 acknowledges Derek Fern, as an 'expert' on Atari hard- 
ware and has no hesitation in recommending this modification, 
however we can accept no responsibility for any damage 
caused if any reader should attempt this mollification. 



PARTS LIST 


MAPLIN5 code rum bars as shown as their 1990 catalogue 


MULTICOLOUR LED 


YH75S 


LED HOLDER 


YY40T 


ULTRAMIN DPDT SWITCH 


FH99H 


MINICON HOUSING 4 WAY 


HB58N 


Ml Ml CON TERMINALS 3 OFF 


YW25C 


RIBBON CABLE 10 WAY 1 METRE XR06G 


HEAT SHRINK SLEEVE 


BF87U 



Switch hole 

Alternative 

box f ' " 
fixing ^ 

! 0 

LED 9 / 32 hole 



0 



FIGURE 5 



Article by 
Derek Fern 



BUILD IT OR BUY IT? 

All the components used are readily available 
from your local stockist, or you can try Mapitas, I 
nave quoted their part numbers to assist identifi- 
cation, If however yon are not the type to build 
your own kit. contact me and for £6. SO plus £1,00 
postage and packaging, I will supply you with a 
ready built and tested kit. 

Telephone 021-3S3-5730 for further details. 
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Many of the letters that come to me ask about 
software that 1 have never heard of or have 
never tried out. I always recommend that 
ATARI owners do not ask me but try to get in touch 
with local ATARI user groups but this is easier said 
than done, I know that some do exist; I have a list of 
about fifty groups, but this is an old list. It would be 
nice if the organisers would get in touch with us 
and let us know if they arc still active. For instance. 
Mr. Leith of Brighton; Mr. R, Payne of Daventry; 
Mr. R. Kahn of Cardiff; Mr. K, Matthews of Kent and 
Tony Cox of Thames Television, where tire you now? 
At the same time we would like an up to date list of 
any U.K. bulletin boards for ATARI (8-bit or ST). It 
would be nice if you have tried the boards and could 
let us know what they are like. Some boards have 
only a skeleton service as they are fronts for pirating 
operations. 

/ must say sorry to anyone waiting a reply this 
month I have been away to sunny, but oh so blus- 
tery and wet Bournemouth on a training course. 
Ateo an apology to Colin Hunt I did not have the 
time to find your house in Wimboume Rood, 

Some time ago I received a letter from D,C. Gill 
from South Shields {what a friendly town. I love to 
holiday in that area). He spoke about add ons for 
the 8-bit computers. I am sure that PAGE 6 Pub- 
lishing would be willing to help out in any ventures 
that are workable, I will send a copy of your letter to 
the Editor. If you read this then please get In touch 
with Les as soon as possible. 

Did you notice the Silica Shop advert in the last 
edition of the magazine? Did you spot the item aliout 
the mailing list? I have sent aivay several titr\esfor 
ttieir price list and have been promised many, many 
times that I would be put on their mailing list both 
ST and 8-bit, and that I would receive a list any time 
a new one was printed. So how come 1 have to keep 
asking for this list? Does Silica Shop tear up their 
mailing list every so often? Has anyone tried their 
Jree technical helpline? if so, please let us know how 
you fared. Again, if you ham- riad recourse to the 
Advertising Standards Authority for any reason, 
please let us know the outcome, I am sure that many 
readers would be interested. 

So far 1 have had no tips about word processors 
from the readers so I have shelved this project for 
the time being. Maybe next issue - hint, hint! Re- 
cently I helped a friend out with Word Perfect on a 
Commodore PC- This brought back memories of 
using a similar product on the 400. Anyone remem- 
ber Model WP Station (Letter Perfect, 80 column. 



Got any interesting gossip? 
Write to Mark at 
1 f Hollymount, Erinvale, 
Finaghy, Belfast BT1 0 OGL 



Daisywriter and amber monitor}? Letter Writer, Text 
Wizard or Tiny Text? Many people believe that the 8-blt 
computers can only handle Basic or assembler. 
WRONG! How about Forth (seven types in 1983 includ- 
ing Fi£- Forth), LISP. PASCAL tlSO draft standard), 
PILOT [a LOGO type language) or an obscure turtle type 
called WSFN? Whether they can be obtained now or not 
is another matter. 

Now for some recent tit-bits gleaned from ail those 
computer magazines I have received this month 

It looks as though there might yet be an ANSI standard 
for the C language and it could well be totally interna- 
tional, as opposed to American. Great for all those C 
programmers. If this has interested you then how about 
a course of ten 30 minute videos on C? O K. if you can 
afford £850! Better still, how about version 4 of Flight 
Simulator for only £45? With this one you can design 
your own plane dimensions and propulsion system and 
a dynamic weather generator which helps you crash 
more easily'. Unfortunately, this will be for the PC. 
However, we do hope the ST will not be forgotten. Again 
for the PC at the moment is Lattice C development 
system V6Xh 

If you are a USP programmer, how about the Europal 
90 USP conference on the 27-29th March in Cambridge? 
Call Applied Workstations Ltd - 0306 889485. 

Two recent books to come out are Out Of The Inner 
Circle', by Bill Landreth [once known as The Cracker ) 
who was one of the most well known hackers a lew 
years ago. This second edition from Microsoft Press 
(£8.50) tells about data, computer and network security 
as well as viruses. The other side of the coin is a book 
called Preventing Piracy* by Ernest Kcet (Addison Wes- 
ley, £33,95). Probably more for a firm or data manager, 
but very cheap if you can find it in the local library! 

Believe it or not I still do not know one thing about 
music. synths r sequencers etc. etc. So, please send any 
musical enquiries to John Davison who may be able to 
help you. Nor do I know anything about weird and 
wonderful disk drives, printers, monitors and such. All I 
can suggest is that if you buy something for your system 
make sure you see it working Jirst on an ATARI computer 
system and make tte shop send a written guarantee 
that it is compatible or that you will get your money 
back. 

I have always wondered why people suddenly stop 
computing. During the past year I have suffered from a 
surfeit of keyboard bashing and any spare time ! get at 
the moment is spent away from the computers. 1 think 
the best thing would be a good long holiday away 
somewhere so if you don't see me around tor a while, 
you will know that ! am off on a long earned rest. Any 
idea where exhausted Atari owners go to recuperate? • 
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XL/XE TYPE-IN 

GIVE IX SOME 



POKEY! 



Phil Cardwell presents a neat little demo to show 
the incredible sounds that the Atari POKEY chip can make 



Fancy some great music with a good back beat? Just type in this listing and start tapping yourfeetl 
The listing is in Basic and will create an Object file on disk that should then be run with DOS option L» 
Type in the listing and SAVE a copy, run it and then use DOS to run the .OBJjile created* 

That's all, but it's nice to listen to! 



EM 8 REM M MKM t CH HP fK I C WH l l MM WM MM MttKHHMM HKHMlt 
OT 1 HEM * POKEY SOUND * 

Lfl 2 REM * by * 

ZK 3 REM # Phil CardwvU * 

TB 4 REM # * 
EN 5 REM WWW W W H W W J l W W WW»* M M W W W H N M M W W W H WW M 
JH 6 REM * NEH ATARI USER - APRIL 90 * 
EG 7 REM H WMHW H MM i M tWMWH M WHM WI I ttWWWW M WWMW W 
NH 6 REM 
HO 9 REM 

JU 10 OPEM B2, i,B, M 0 : MUSIC . OBJ" 
OB 211 FOR A = l TO 533 ! READ B I PUT 02 , 6 : NEXT 
A 

LU 30 CLOSE «2 
VS 40 EWE? 

QV I860 DATA 265 j 255, 224/ 2, 225, 2, 102, 127, 
182, 127,97, 126, 169 , 125 , 141 , 4* , 2 , 169 , 1 2 
7,141 

CZ Iflia DATA 49,2,169,8,141,198,2,169,15, 
141 , 197, 2, 76 j 6 , 128 , 112 , 112 , 112 , 66, 136 

FI 1620 DATA 127,2,2,65,125,127,289,710,2 
10, 218, 216, 216, 210 , Z10 , 216 , 218 , 216, 210 
,210,216 

MM 1030 DATA I 97, 8, 8, 8, 8, ft, 8,8,8,0,8,8, 8, 

8,6,8,8,0,6,0 
AT 1046 6ATA 6,0,6.0,6,6,252,128.176,239, 

235, 229,249, 126,173,245,243,233, 227, ±2 

6 

KE 1858 DATA 252,8,0,8,8,0,6,0,0,0,6,0,0, 

6 i 8 i 6; 8| B j 0 j 9 
UJ 1660 DATA 8,0,8,0,0,0,215,218,218,218, 

216, 210,216, 216,216, 218,218, 218, 210*21 

6 

HI 1878 DATA 195 ,8*0, 8,0*0, 0,0, 0,0,0, 0,8. 

0JT0, O, 0,0,0, 8 
K0 1000 DATA O, 8, 8, 8, 8,8,234,234, £34, 234, 

234, 234, 234 , 169, 3, 141 , 15 , 210 , 169, 99 
MF 1690 DATA 141,8,210,169,1,141,0,6,169, 

0,141,1,6,141,2,6,141,7,6,169 , 



YS 1188 DATA 2,141,3,5,169,255,141,5,6,16 

9, 164, 141,1, 216, 169, 128,141, 18 , 6, 16? 
HE 1118 DATA 6 . 141 , 8 6 , 160 , 75 , 16 2 , 128 , 169 

, 6, 12,92, 226,169 , 192 , 141,14 , 212 ,96,234 
JP 1126 DATA 234,32,20,129,173,20,285,41, 

14, 248, 6, 169, 1,37,26,240,6,32,100,126 
W 1130 DATA 32,74,129,78, 98,125,93,129,9 

5,220,173,0,6,261,1, 240,15, 169, 160,13 
IS 1140 DATA 6,6,141,3,218,141,7,218,206, 

0,6,96,169,284,133,203,169,128,133,284 
QG 1158 DATA 16 9,6,141,8,6,172,2,6,192, 8, 

2 48, 27, 1*5, 283, 24, 189, 1 , 6, 133 , 283 
BH 1168 DATA 144,2,238,204,177,283,141,2, 

21fl, 178,2 32, 138,141,6,218, 238,2,6, 96,1 

69 

KF 1178 DATA 0,141,2,6,206,3,6,286,212,16 

9,2,141,3,6,173,1,6,24,105,5 
BK 1188 DATA 141,1,6,201,72,144,194,169,6 

,141,1,6,248,187,144,144,72,144,144,72 
MC 1198 DATA 144,72*144,144,72,144,144,72 

, 144, 72, 144, 144, 72 , 144 , 14 4 , 72 , 144 , 7 2 , 1 

44, 144 

«U 1288 DATA 72,144,144,72,144,72,152,91, 
91,162 , 91, 91 , 102, 91 , 144, 144, 72 , 144, 144 
,72 

PI 1216 DATA 144,72,121,60,68,121,60,66, 1 
21,66, 144,144,72,144,144,72,144,72*162 
, 81 

NA 1220 DATA 81,162,81,81,162,81,173,7,6, 

288, 16, 173,18, 210, 281 , 5 , 248 , 1 , 96 , 169 
KF> 1238 DATA 255,141,5,5,141,7,6,173,4,6, 

56, 237, 5, 6 , 141 , 4 , 6 , 141 * 4 , 6 
RH 1248 DATA 141,8,218,144,1,96,286,5,6,2 

88 , 5,169,0, 141,7,6, 141, 8, 210,96 
KD 1258 DATA 173,8,6,206,14,141,9,6,173,1 

0, 216, 141*4, 218,169, 6*141, B, 6, 13 
MI 1258 DATA 94,129,182,129,18,6,141,5,21 

8,206,0,6,96 
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FANTASTIC SOCCER 



N o prizes for guessing 
what FANTASTIC SOC - 
CER is aboutl Zeppelin 
Games are well and truly 
geared up for the World Cup 
and to prove it they've pro- 
duced a graphical simulation 
of a soccer match in progress. 
Most such simulations in the 
past have centred on an 
angled 3-D" view of the pro- 
ceedings, but Zeppelin have 
broken away from tradition 
and opted for a direct over- 
head perspective of the sta- 
dium. No 'slic k man' players, 
cheering erowds or advertising 
boards - just a window from 
above providing you with an 
approximately one -tenth 



Title: FANTASTIC SOCCER 
Publisher- Zeppelin Games 
Price: £2.99 cassette 

Players: 1/2 
Loading: 16 minutes 

Reviewed by Paui Rixon 



scrolling view of the entire 
pitch. 

The inherent problem with 
computerised loatball is thai, 
as everybody knows, it's a 
game for two teams of eleven 
players and, no matter how 
hard you try, it's just impossi- 
ble to have them all controlled 
by two Joysticks! To overcome 
this problem, you have to rely 
on the computer to decide 
which man you have com- 
mand of at any particular 
time, and it's not always the 
one that you hoped for. In 
Fantastic Soccer, the active' 
player is highlighted by a con- 
spicuous arrow and the com- 
puter keeps your other team 
members on their toes as you 
try and keep up with the ac- 
tion. Fortunately, it seems 
reasonably helpful in position- 
ing die other players and also 
supplies you with a suitably 
gifted goalie. 

First thing to do is select trie 
number of human players and 







ft 





•a..*, » mm. 



the length of the match - from 
a quick runaround over ten 
minutes to a full-blown ninety 
minute slog. Then, choose a 
team from die eight alterna- 
tives, decide on a formation, 
hit the trigger and you're offi 
You have full control over 
tackles, throw- ins and comer 
kicks. The joystick button is 
used ro alter the strength of 
shot. The controls are quite 
easy to manage although, like 
other football simulations, the 
overall concept does not lend 
Itself to a single player game. 
Kind some opposition of the 



human variety and the whole 
exercise becomes much more 
exciting. 

Fantastic Soccer is probably 
the nearest you can get to the 
real thing on your Atari {and 
that's not very near at alii). 
Zeppelin have, yet again, come 
up with a novel approach to 
an age-old theme and done so 
with the high standard of pre- 
sentation that we have almost 
come to expect Irom them. I'm 
pleased to say that Fantastic 
Soccer does live up to its less 
than modest titlel 




AFFAIRS OF THE HEART 



A remote genetic research 
laboratory suffers a 
catastrophic accident - 
and is overrun by hordes of 
uncontrollable organic muta- 
tions. Crisis looms as a failure 
develops in the air circulation 
system and the lives of resi- 
dent scientists are endan- 
gered- Armed with a com- 
pressed gas can, you bravely 
dash to the rescue. Hardly the 
most credible of plots, and 
when I add that this is a game 
called HEARTACHE on the 
inlay card and Heart Break" 
when you load it in, you'll 
appreciate that Atari haven't 



exactly done a terrific Job on 
the documentation! 
Overlooking the rather 
obscure reason for it all, the 
aim of Heartache is to guide a 
heart-shaped "clearance pod" 
through a series of corridors 
which are supposedly Infested 
by the dreaded mutants. To 
clear each corridor you have 
to successfully 'blow' the pod 
from one side of the screen to 
1 lie other, ensuring that it 
doesn't come into contact with 
any walls or nasties. To 
achieve this aim, our Jet- pack- 
ed hero must position himself 
carefully behind the clearance 



pod before letting rip with the 
compressed gas. The pod then 
shoots off at a speed roughly 
corresponding to the strength 
of the gas and, mishaps ex- 
cepted, you're all set for 
another blast. Each screen 
has a tight time limit applied 
so you can't afford to hang 
around! 

Some of Atari's recent re- 
leases in Che Action Games' 
series - Speed Hawk and Tiger 
Attack, for example - have 
been nothing less than su- 
perb. Although by no means a 
disaster. Heartache isn't quite 
in the same league. For inst- 
ance, the main character, 
whose movements do not 
seem at all natural, is poorly 
defined and coloured. An irri- 
tating (albeit quite well prog- 
rammed! tune plays con- 
tinuously throughout the 
game and the fact that you 
can't turn it off has a negative 
effect on the all -important 
playabillty factor. 



It seems to me as though 
Atari may have ignored the 
author's original intentions 
and released Heartache with- 
out any consultation, fre- 
quent references to someone 
called Lisa' during the game 
suggest the intended story 
was perhaps more of a roman- 
tic rescue. This could explain 
the feeble plot and u'tle Incon 
•sislciKY between program and 
packaging. 

Not one of Atari's best - but 
not to WOrryi The company 
apparently have several new 
goodies in the pipeline and if 
their recent output as a whole 
is anything to judge by. these 
should be well worth waiting 
for. Start saving today! 



Title: HEARTACHE 
Publisher; Atari Corp. 
Price: £7 99 cassette 
Players: 1 
Loading: 13 minutes 
Reviewed by Paul Rixon 
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GREEN BERET 



Imagine Software are bet- 
ter remembered for the 
games that they didn't 
release on the Atari than those 
that they did. Despite churn- 
ing out games for the lesser 
brands of micro, they only 
ever managed to produce a 
couple of titles for the best 
machine of the lot. 
One of these was GREEN 
BERET, a conversion of the 
Konami arcade game In which 
you command a highly trained 
combat soldier with a simple 
yet challenging mission - to 
infiltrate a series ol strategic 
defence installations. Your oh 
jectlve is to control the Green 



Title: QBE EN BERET 

Publisher: The Hit Squad 
(Imagine) 

Price: £2-99 cassette 

Plovers: 1 

Loading: 15.75 minutes 
Reviewed by Pauf Rixon 



Beret through each military 
base avoiding bullets, mortar 
bombs and missiles as you go. 
The biggest obstacle is the 
sheer number of enemy sol- 
diers who dash across the 
screen and even follow you up 
ladders should you contem 
plate escape. One way out is 
to perform an enormous leap 
via a flick of the Joystick, but 
more often than not you'll end 
up landing in a dangerous 
situation with no time to 
react. Alternatively, you can 
eliminate the opposition with 
your trusty field knife - but 
this requires perfect timing 
and the success rate Isn't 
high. Get it wrong and the 
game jolts to a disturbingly 
sudden halt. Bullets are besl 
avoided by a ducking tactic, 
but again this leaves you open 
to attack from other quarters. 
Your triplicate lives don't last 
for long? 

The background scenery isn't 




bad at all, consisting of lots of 
interesting objects for you to 
climb, jump and hide behind 
as you explore the various 
levels. Unfortunately, the 
scrolling is a trifle on the Jerky 
side and the joystick response 
is less than perfect. Sound? 
Well, apart from an atmos- 
pheric drum beat all the way 
through and a siren at the 
start of each level, there isn't a 
lot of it to speak at 
When Green Beret was re- 
leased as a full priced game, I 
viewed it as a big disappoint- 
ment. Aside from the unspec- 



tacular graphics and sound, it 
is ridiculously difficult to mas- 
ter the first screen, let alone 
progress to the second level - 
However, like all challenging 
games it's possible to beat 
with patience, determination 
and, especially, practice. So. if 
you're a patient, determined 
person with a good deal of 
time to spare. Green Beret 
could be die game you need. If 
not. keep an eye open for Im- 
agined Arkanoid on the same 
label. Check out the review in 
Page 6 Issue 3 1 . 




WORLD SOCCER 
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Yet another football 
managerial game! If 
you didn't fancy shell - 
ing out nine pounds for Zep- 
pelin's Kenny Dalglish Soccer 
Manager (KDSM - reviewed 
last issue) there's now a 
budget alternative from the 
same company - and to me it 
looks every bit as good! 
WORLD SOCCER has you 
managing a British football 
club (you can choose your 
favourite team from a list of 
fifteen) through the leagues of 
the ultimate World Soccer 
competition. Like KUSM. the 
game is graphically orientated 



with all player Interaction tak- 
ing place via a Joystick 'poin- 
ter' - there Is no keyboard 
input. There are ten principal 
options to choose from, which 
are represented by carefully 
shaded icons surrounding an 
equally artistic drawing of the 
cup. Making a selection 
couldn't be easier - just point, 
click, and you're away! 
The Bank Manager is a gener- 
ous fellow and will cheerfully 
give you an enormous loan to 
pay for those much needed 
extra team members, when 
offered by the Scout, If the 
bank balance gets too low, you 



can easily sell unwanted play- 
ers. The Scout will assign your 
team a rating for defence, mid- 
lield and attack, and suggest 
ways of Improving its perform- 
ance. The Medic will keep you 
up to date with the progress of 
injured players and decide 
when they can return to work. 
You ean choose to have de- 
tailed textual commentaries 
during each match from Joss 
MacDonald, ZEP TVS top 
sports reporter" (good graphics 
here!), or you opt for an in- 
stant display of the match re- 
sults. Substitutions can be 
made at half time should a 
player be injured - providing 
you have previously desig- 
nated an appropriate man in 
the team selection. 
Further options allow you to . 
store unfinished games on 
cassette for later re- loading, 
view the league tables and 
current team formation, and 
select players for the forth- 
coming match based on their 



age. ability, speed and fitness. 
Before you proceed with the 
match, you are advised of the 
strengths and weaknesses of 
the opposition and can there 
fore decide whether or not to 
go back and revise your for- 
mation. Alter die match, 
there's a round up of die other 
results for the day. 
Having compared WORLD 
SOCCER with KDSM I have to 
say that apart from the 'goal 
highlights' of the latter, there's 
not really an awful lot to 
choose between the two - 
apart from the price, Lhat is. 
I've little doubt that this de- 
serves to be another winner 
for Zeppelin, 



Title: WORLD SOCCER 
Publisher: Zeppelin Games 
Price: £2,99 
Players: 1 
Loading: 16 minutes 
Reviewed by Pant Rfxon 
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MOUNTAIN BIKE RACER 



At last a game from Zep- 
pelin that has nothing 
to do with footballt 
MOUNTAIN BIKEK RACE is a 
simulation of all -terrain cycl- 
ing tn a- similar mould to the 
recent relea se from Alternative 
Software. No split screens tn 
this one though - it's strictly 
for the solo cyclist. 
A Jazzy theme tune kicks off 
the proceedings (nice to hear 
some sound effects from Zep- 
pelin!) and a press of the trig- 
ger takes you straight to the 
action - a horizontally scroll- 
ing, slde-on view of the intre- 
pid mountain biker. The cycle 
is cleverly animated and the 



Title: MOUNTAIN BIKE 
RACER 

Publisher: Zeppelin Games 
pTice: £2.99 
Players: 1 

Loading: 15.5 minutes 
Bevfewfld toy Pauf ffixon 



scenery nicely drawn > with 
digital read-outs at the base of 
the screen indicating the cur- 
rent score, cash balance and 
time remaining for the section. 
Joystick controls are relative- 
ly simple - push forward to 
speed up. pull back to slow 
down and press the trigger to 
perform a J jump' {who said 
anything about realism?!), 'lb 
prevent the biker from ending 
up in a hcap h you have to 
negotiate each obstacle at pre- 
cisely the correct speed - dead 
slow lor walls, top speed going 
up hill, and slower coming 
down. In addition there are 
swamps „ rocks and spikes re- 
quiring skill and accurate tim- 
ing to avoid a disaster. Get it 
wrong and you'll lose a lot of 
time recovering from the mis- 
take - and still be forced into a 
second attempt- At the end of 
a section you're awarded with 
a cash bonus based on the 
J time outstanding. You can use 





the money to buy various 
goodies which can hopefully 
assist you in the following 
stages. These include a pun- 
cher repair kit, which seems 
to protect you against one par- 
ticularly deflating problem 
(groan!), and a time boost - 
useful for the later, more dlffi 
cult sections. 

That's essentially all there is 
to Mountain Bike Racer. It's a 
straightforward race against 
the clock for one player and 
can't really be compared with 
Alternative's release which has 
many more options and more 
complex controls. The game 



relies heavily on the visual 
effects for Its appeal, but like 
most of Zeppelin s software, it 
succeeds on this front with 
style. Once you start to prog- 
ress through the Initial stages, 
the game becomes surprising- 
ly addictive. 

It's good to see Zeppelin 
Games not only continuing to 
produce a steady flow of 8-bit 
software, but also maintaining 
the exceptional standards that 
have become a trademark of 
the company. Zeppelin's prog- 
rammer Ian Copeland is to be 
congratulated for yet another 
super game. 





J& nother game from 
£m D.Ware by the T>az" 
J^rogrammers who 

seem to write most of the In- 
house software released by 
Hinckley based computer 
dealer B. Bytes, Like other 
programs in the range, 
ESCAPER is supplied in a disk 
wallet with a crudely produced 
inlay card bearing a hastily 
wrlttenC?} scenario for the 
game. Every expense spared, 
you might say. 

It transpires that the Earth is 
about to be zapped into a zil- 
lion pulsating cosmic ecto-ato- 
mic particles (or rocks, even) 



but you've been granted a 
chance to escape by the evil 
Zargoid, who seems to think 
that anyone intelligent enough 
to own an 8-bit Atari Is 
obviously worth preserving! 
Zargoid has transported you 
to the long lost city of Atlantis 
and challenged you to defeat 
his elaborate defences. Suc- 
ceed in the mission and you 
can escape through an ejector 
tube to a safe galaxy. Simple, 
eh? Unfortunately, what isn't 
mentioned in the plot is the 
atrocious racket which accom- 
panies every second of the 
game, enough to make even 



the simplest objective a pain- 
ful experience! When I tell you 
that the sound Is bad, I really 
mean BAD15 

Escapcr is basically a plat- 
form game, the Idea being for 
you to manoeuvre your char- 
acter through various screens, 
opening 'code locks' as you go , 
which permit your progression 
onto subsequent locations. 
Ensuring that the task isn't 
too straightforward, there are 
fire pits, mid-air explosions 
and an extremely annoying 
'blob' which chases you 
around each screen, zapping 
energy from your limited 
quota All of these nasties arc 
clearly best avoldedl 
Aesthetically speaking there's 
not a lot to get excited about 
but most of the graphics are 
quite well done and some 
thought has gone into the de- 
sign of the ten different loca- 
tions. On the negative side 
there are signs of sloppy prog- 
ramming, such as "Attract 



Mode" colour cycling not hav- 
ing been disabled after Joys- 
tick Input. Its also possible to 
crash the computer by press- 
ing certain keys on the 
keyboard. 

Although this is obviously a 
relatively amateurish prog- 
ram, I have to say that if it 
were not for the ridiculous 
sound effects I would almost 
consider it a recommended 
purchase. B. Bytes deserve 
thanks for their 8 bit support, 
but 1 do hope they won't neg- 
lect the quality control aspects 
of the business in order to get 
a mass of products on the 
market.. Yet more from B.Ware 
next issue. 



Title: ■ 


ESCAPER 


Publisher- 


B.Ware Software 


Price: 


£5.99 cass/dlsk 


Players: 


1 


Loading: 


1.2S mlns (disk) 


Reviewed by Paul Rixon 
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HAWKQUEST 

"A classic in the making" 

Disk £17.95 

Available NOW! 

Cassette £9,95 
(Release tn be rxmiirmetl) 





INSTANT PLAY 
XL/XE ROM 
CARTRIDGES 

ARCH ON 14.95 

BALLBLAIER 14.95 

BEAM RIDER 9.95 

BLUE MAX 14.95 

DESERT FALCON 14.95 

DESIGNERS PENCIL 9.95 

DONKEY KONG 12.95 

FOOD FIGHT 14.95 

H.E.R.O. 9.95 

JOUST 12.95 

KAftOOM! 9.95 

MASTERTYPE 14.95 

MINER 2Q49er 9.95 

MISSILE COMMAND 9.95 

MOON PATROL 1 2 + 95 

PACMAN 1 235 

PITFALL II 9.9S 

POLE POSITION 12.95 
REALS PORTS AMERICAN 

FOOTBALL 12.95 

RESCUE ON FRACTULAS 14.95 

RIVER RAID 9.95 

SPACE SHUTTLE 9.95 

TENNIS 9.95 

ZENJI 9,95 

LANGUAGES 

ACTION! 49,95 

BASIC XL 39.95 

BASIC XE 49.95 

MAC/65 49.95 



XL/XE CASSETTES 



ACE OF ACES |G4Kf 


2.95 


KICK OFF iE4kl 


195 


ASTRO DROID 


Z.35 


K NIGHTMARES 


2.95 


BOULDEHDASH DOHSIR. KIT 


2.35 


LAS VEGAS CASINO 


2.95 


COSMIC PIRATE 


2,95 


LITTLE DEVIL 


2.95 


CRACK UP 


1,95 


MAD J AX 


2.95 


DAWN RAIDER 


1 % 


NINJA COMMANDO 


295 


DOMAIN OF UN DEAD 


2.95 


NUCLEUS 


2.SS 


DRACONUS WK) 


8,95 


PERISCOPE UP 


1 95 


ENCOUNTER 


2 .35 


PLANET ATTACK 


Z.95 


EXPLODING WALL 


tas 


PRO MOUNTAIN DIKE SIM 


2.95 


FANTASTIC SOCCER 


2 95 


SCAPE QUO ST 


12.95 


FOOTBALL MANAGER 


2 95 


SCHEAMING WINGS 


2.95 


FRUIT MACHINE SIM 


2.95 


SPACE WARS 


2.95 


GHQST6USTERS 


2J95 


SPEED ACE 


2.95 


GRAND P"RIK SIMULATOR 


295 


S PLED RUN 


2.45 


GREEN BERET 


2.95 


STAR WARS 


*M 


GUNFIGHTER 


1 96 


SPY VS SPY TRILOGY 


OS 


HARDBALL 


Z.95 


TECHNICOLOUR DREAM 


tM 


HEARTACHE 


7.95 


WAR COPTER 


2J& 


JGCKY WILSON'S DARTS 


2.95 


WORLD SOCCER 


2.% 


K. OA1GLISH SOCCER 


B.95 


ZYBEX 


2.96 



ACCESSORIES 



PADDLES (PAIR) 
PRO LINE CONTROLLER 
QUICK SHOT II TURBO 
SPEE DICING, AUTO FIRE 
CHEETAH EXTERMINATOR 
CRUISER 



9-95 
7-95 
1 2,95 
1 2.95 
5.95 
9.95 



2600 VCS CARTRIDGES AVAILABLE 
ST SOFTWARE AVAILABLE 



XL/XE DISKS 



ARKANOID 

BLUE MAX 

BOULDER DASH II 

CONFLICT IN VIETNAM 

FIGHT NIGHT 

GUILD OF THIEVES (64 K) 

KENNEDY APPROACH 

KICK OFF (©4k) 

LANCELOT (64 K) 

LIVING DAYLIGHTS 

MINI OFFICE II 

NEW YORK CITY 

NATO COMMANDER 

OUASIMODO 

RAMPAGE 

SOLO FLIGHT 

SCAPEGHOST 

SPEED RUN 

SPY VS SPY TRILOGY 

SPYHUNTER 

TECHNICOLOUR DREAM 

TEMPLE OF APSHAl TRILOGY 

TIME & MAGIC (B4K) 

TOUCHDOWN FOOTBALL 



11.95 

7.S5 
5.95 
15.95 
7,95 
16.95 
12.95 
12.95 
1 2.95 
12.95 
16.95 
3.95 
12.95 
7.95 
7,95 
12.95 
12.95 
5.95 
12.95 
7.95 
9.95 
12.95 
12,95 
12,95 
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XL/XE TYPE-IN 



SKIRMISH! 




Only one player but six planes to control 
in Bill HalsaWs new game! 



In a strange, distant land a rival power is sec- 
retly amassing an invasionforce. Your leaders 
i have discovered this and think that a small 
pre-emptive strike unit give them second thoughts. 
You are in command of the squad™ detailed to 
carry out this attack. Your 5 bombers must destroy 
as many tanks, rockets and buildings as possible 
while your fighter defends the bombers from the 
dangers of aerial mines, missiles and enemy 
fighters, t 
All your planes are controlled simultaneously 
using a joystick, the plane under control being 
highlighted in white, The bombers fly in strict for- 
mation but the fighter can be moved vertically. 
Move the joystick left then vertically to select the 
required bomber and press the button to drop a 
bomb. Move the joystick right then vertically to 
control the fighter, pressing the button to fire an 
air-to-air missile. 

To pause the game press SELECT then press the 
joystick button to continue. The game ends when 
all your planes are gone. Press the button to play 
again. 



SCORING 



Aerial mines, missiles and fighters 
10 pts 
Buildings 
20 pts 

Tanks and rockets on the ground 
100 pts 



TYPING IT IN 

Both cassette and disk users should type in Listing 1, SAVE or 
CSAVE a copy, then RUN the program. The program will check 
each line of data and inform you of any errors. Correct any errors 
and RUN the program again until all errors are eliminated. When 
this is done answer the cassette /disk questions accordingly to 
create a boot tape or binary disk file. 

Cassette users should load the hoot tape created by firstly 
removing all cartridges and then turning on the computer while 
holding down the START key (XL and XE owners should hold down 
OPTION as well). Press RETURN and the tape will load and run 
automatically 

Dink users should also type in Listing 2 and save it on the same 
disk as the binary file created by Listing 1 , RUN the Listing 2 
program with the di*k in drive i and the game will load and run 
automatically. 
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SKIRMISH! 



EH 8 BEH K MM K M » K - WWWM WK I WM M 

RO 1 REM * SKIRMISH 

FS 2 REMj • by Bill Hdl^dli 

Tfl 3 REM * 

SM 4 REH # Listing J. 

EM 5 REM M K M M M M KH M KBK I t W WW M MM j HHH t HMJIK 'l 



* 



JM 6 REM it NEH ATARI USER - 

CO 7 REM MM M K M M KM KK M MM M MM M M] 

HH d REN 

NA 14 REM ■ t l iftl m*A il atti l i » l i 



APRIL 96 * 



HAKFR - Bfl^FD ON HFHSAUER 



OK 16 REM 

PD 20 DIM LINES C96) ,A$ C0192) ; L INE-990 1 CNT 

™-4B ! TRAP lOOiGOSUB 200 
LH 30 AS tl> -"0" i AS CB192) ="0" i AS C2> -AS 
RG 48 LINE = LINE tj.8 : CNT = CNT4 4B : READ LINES, 

CHKSUM ; 7 " Miimii'T? LINE " JLINE 
Itt SO GttlC = £lSRClS36, ADRCLINE53 , ADRCASj +GNT 

> 

01 68 GO SUB 388! GOTO 48 

UH 108 IF PEEK C 1 9 5 J <> 6 THEM ? "ERROR "jPE 

EKC195> ;CHR?C253) i END 
AL 118 ? JMil^iVj " i TRAP 108 

RN 120 ? "CDJISK OR CT3 ARE*" ; GO SUB 100: IF 

K=60 THEN 148 
AN .130 "READY CASSETTE A NO PRESS RETURN 

■toper *i,o,i20,"€ : goto ioo 

KU 148 f "READY DISK AMD PRESS RETURN": GD 

SUB 100 ! IF KOl55 THEN 140 
EB 158 OPEN ttl,8, 8,"D : SKIRMISH . OBJ" 
VN 160 ? HI J AS CI , 2Q161 : CLOSE Bl!END 
ZH 108 CLOSE til: OPEN »1 ,4,9, "K : " : GET ttl,K 

; CLOSE HI : RETURN 
MO 200 FOR A~1536 TO 1658 1 REAR D i POKE A,& 

: NEKT A [RETURN 
IX 210 DATA 210,104,104,133,204,104,133,2 

07, 104 , 133, 200 , 104 , 133 , 205 , 16? ,0, 141 ,1 

27,0,141 

IZ 228 DATA 12 6,6,163,255,149,125,6,149,1 
26 , 6 f 173, 126 , 6 . 2 81 , 47 , 288 173 , 127,6 

AC 238 DATA 133,212,173,120,6,133,213**6, 
172, 125, 6, 200,140* 125, 6, 177,203,32, ill 

IS 240 DATA 10,10,10,10,141,123,6,172,125 
,6 , 288, 14 8,125, 6, 177. 2 83 p 32, 111.6 , 24 

ZH 250 DATA 189,123,5,172,126,6,286,14 8,1 
20,0,145,205, 24,109, 127,0,141, 127,6, 17 
3 

MY 208 DATA 120,0,165,8,141,126,6,76,38,6 
, 90, 201, 50, 144, 4 , SO, 233, OS , SO , 56, 233, 4 
|,lf 

YL 300 OLNlC = PEEK C1041 N256+PEEK €1031 

HV 310 IF LZHEO PLME THEN ? *HEB "fSTROf 

LINE J I " atHEPfl " E END 
QZ 320 IF CNKStlMJO CHIC THEN ? "333313 IN DA 

TA AT LINE " ; SIRS CLZNE) l END 
ZF 130 RETURN 

KV 1000 DATA 00160B202728A900OD2F02A93C6D 
8 20 3 A 9000 D E 7 8 2 05 BE A 930 8DE0 0205 OF A 92005 
0AAS20050B18684C6C2A48SA49A6BC , 4164 



MM 1818 DATA B D5F 28 6 D81 D 88D6 A D4BD55288 D8 A 
D4BD0AD48D8AD4aD13DBEflEe8A6882AZ88S&BC 
6 6 A A6 84 O D AO C DAD CDADCD ADCD ADC 30 , 003 2 

FE 1020 DATA 304Q465O5O4B4O3638A5BDF81CA5 
fiE3&E9B129B385BEBD8 4D4C98 3D8BC A268FE88 
34E6EBE0EO4SD0F6A92B0D0BB2A920 , 5450 

£N 1030 DATA BD01B24 C62E4 7840683442A838D4 
8840D4 684 2 54684 454684 &D46 848 D4B84A54B6 
4C54084ED40850D4065Z54O&54 54DD, 3772 

AK 1048 DATA 56 &48 650 D4865 A548 B 5C 548 65E E>4 
88GB E>48 0G2 5 488 64 54806654866834006 AS4B 8 
6C42DB3841883455576B6B6B6Brrrr ,414? 

TO I860 DATA 9E79E79E79E79E7S5SA AFF55A AFF 
5 5 F F 6B6 B 6B 6 B6 B 68 5 B 6 B AAA A A A A A AAA AAA A A 7 B 
DEB7ED7BDEB7ED5569965555699655,??55 

LP 1868 DATA 5 555 A A A A A A A AF F FF 5 SO 5 OA 6 A6 AO A 
7FFF 555 7 ABA D ABA B F FF F 00 OF 2 A 2 9 S 5 2 92 A OF 00 
F C A AO A 6A0 A A AF 0 008 2 OS 2 SO 9 0 20 000 , S204 

OH 10 78 DATA 2 A A 6 555 5 55 A 0 2 AO OFF F FF F FF F F F F 
FFFF8S147BFE4BEOF33C062A1C7F1P2AB808S6 
FSFO7C7C3E3EFFFF3E3E7C7CFOFSO0 , 6255 

ZH 1048 DATA eOO0CO7OFE3FFE7OC08OO8OO0O07 
3FEA3F 8780888888 BE1C 7FFF7F 1 C8EB 9888886 
OO070F3F0E1C3D 7FFF7F3B1COC3F0F ,3024 

RO 1OS0 DATA 8768BB882233082Z292C2CB82821 
2C33212C2CO0262F32002E2537BO2134213229 
883533253233202932202933203323 , 1071 

MO 1180 DATA 2 F32 256 628 2 92 7 288 888 1 8 1 810 1 B 
1 018 A 9 8 OOD 2 F 02 2 00 8 2 92 ODE 22 AZ 21 B DB 4 21 9D 
A73OCA1OF7A207BDDO21SDQO34CA1O,365O 

UN 1118 DATA F7A251BD96289D8834CA1BF720DD 
£22BZ923A285A9189DD€38BDEA2l9DFl3BBDDE 
2 1 90 D 03 BBDE 4 21 9 DFO 3 OCA 1 0E 6 A9 BO , 59 9 2 

HU 1120 DATA 85 682 66E2 6 A96 88D68D 685 B128E B 
24A93OODO7D4OOF4O2A200BD00E09D003OBD08 
ElSDOO39E6DOFlBDE8ZO9D003AEaEO, 5917 

SO 1130 DATA O0DOF5A903OO1DB0ASO10DOF020D 
OCOeDS86O5BCOO8OO2A?03ODOFO2A9OO0D38O2 
A 9 340 D 310 2 A20 OB D BS2 2 SO C 8 8 2 C A 10 , 521 S 

ZU 1148 DATA F7 A93F0D2F82AB09 A2200907205C 
E 4 ASC BSD BED 4 68)6 E D C 88 8 8 2 C 2 6 847440 A 9 8 OA 2 
BF95 009 SCO C A10 F 9 A 96 O AO 3 S C B A 230,5358 

DC 115 8 DATA 86CC91CBCOD0FBE8E0e7O0F46OA2 
00Ae00BS78Zl9SZ83OSS463O9S683O 99003099 
AO 3 D EO C OC 8 1 OO 8 E 8 E 0 5 000 E 26 OA 9 00 , 600 9 

UA 1160 DATA B5C686CCB1CB68A&8A&223871869 
B26 BAD BAD 2 2 9 1 F 3 8 ESO SS0 FBI BO 9 6FA A 60 ADO A 
O23OE9OA9OFBA06026ZD24A9O3B5BZ, 5421 

JH 1170 DATA A9C10SB3S5B485B685B7A9C265B5 
28BE23EOB5A5B5C9C0DOF6OSB3OSB7A9C905O4 
A9CAOSO620BE23C6B2D8D4 A914B5B2 , 7713 

6G 1180 DATA A 9CC05B4 A9CB850320A323A9CE0S 
B 4 A 9 C DO 5B3 2 O A 3 2 3C 6B2O0E0 A 000 ZOO323C0D0 
FA60A900e&CB8SCDAZ7800CdftS400S,6951 

DN 1196 DATA C E B 1 C 091 CDE 6 CE 9 ICO EO C CE &CE E O 
E087O8EF682018Z3281F23Z8FEZZD6F5CS28FE 
Z2D8EFA5B491COBBA5B391COOO2B10 ,7312 

NF 1200 DATA 2305B8260723656885692eiF23&5 
B A20 8 72 3 650 A050 BA9O00 SCO AO B O A4 OA AO 04 2 8 

continued 
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2 624C8A 5B3 202 824 C 8C 4 B6t> BF BA5B 6 i 5823 

WD 1218 DATA 262824E8A48AA5B4282824C8A5BS 
282S24C6C4BBDBF6A5B«2B2S24EaE4B9DBE4A4 
BA A5B4 2028 Z4A5B 7 C820Z8 Z 4 C0C486 , 64 14 

EH 1220 DATA D8r8A5B62e2624S0a5CC91CB6BA9 
08S5BA2 0ia230GB2868B2S4DZ42B6024A5BBC9 
E 0 £> 8 F 4 2 04 D24A6BZZ863Z46BA SB A A 8 , 5 7 9 9 

8K 125© DATA 1869 2 885B82882 2 4C8C4BBD0F 884 
BA6B201023 06B9AGB8E4B 3F 01 4 300 620422 4 CA 
E4G9DBF8F888266224E6E4B98BF6B6,6565 

SG 1240 DATA B B 604 968B5C8 A94 F 86€ C20 287 4 CQ 
2B2SZ4E82eZ8248aZ02024CA6eACB8342B8323 
6BA5B6BB79AD78622984D68EA5G AP8 , 5882 

FB 1258 DATA 6 A A 9 O I B 5 BB 2 BB 4 2 54 C 1 F 2 5 Af> 8 5 3 B 
D0 28AD7a8Z2 981D88CA5BlC9ZBF01B36E3824C 
E3Z4AD7803 29B2D0BEA5B1C9CEF80B , 4062 

TB 1268 DATA 186 9628 5B1 28EB 244 C FC 24 A2 88fl 4 
BlBD80219 988 3CC8EaE88CI>8F468A5BFD01FAD 
8482D82AADB538P615A9S785BFASB1,5936 

UQ 1270 DATA 86C0e P053B09029D653B A96i8DB6 

3 BA6BFF &BCE88GFB69E0E8E68&6F8E04D060 A9 
00B5BFA6CBBDB53B2 9FC9DB53B6BA5 , 579 5 

KL 1280 DATA B6F878AD 7682 2980D00DAD0538D0 
BS 8 5 B 8 206 E 26 4 CS E 2 5 AS 142903D03 FAD 780 229 
«lO812A4C4F6 2 6a664G4B98038D0F4,51S8 

RK 1290 DATA 286 126 4C9C25AD78 8229 B2D81FA4 
C4CBB4FB12C864C489683e8eF24C782SAD6830 
h BE AFBD B ABB 4 IB D8C A F 8 D 4 A 5 CIO 8 AC ,6868 

UH 1300 DATA AD84B2D050A6C4BD003BD8i28D5 1 
2 68SC26 D56 2665 G3B D5B 2 6 6 D66 2 &DB8EA S C IF 0 
33C928F838298iF8&2E6C3E6C2fl5C2 , 6181 

OE 1318 DATA BDB5DeA4C3A28BB9B63829F31P4G 
2699063BCBE8E005D0EFA5C1BA8DB2D2A9A86D 
8 3D2E6 C % 6 828 2 1 2 A A 4 C3A28BB6C18E,5 90 6 

CU 1320 DATA 82 D28E 830 2B9863629F 399663BC8 
E 8E 886 DBF 2 AS C 2 3 8 E 9 2 BE 5 BE 4 A4 A 1 8 6 D 8 8 3 48 5 
CBAD6&2685C C A 808 A DC8B28 98 A 8 D 1 A , 55 7 1 

UT 1338 DATA *BBiCB186E36E9CB9B0620BF294 C 
432B289329A95691CBE6CC91CBG800B604886B 
38465 648382 8486888 AS485858606& j 4676 

BR 1348 DATA 4B207726ASC4BAAAA96E9D55Z868 
207726 A9BE8DC0826BA26BA9DA9D5520GACA10 
F9A9CA8DC88269AD8E382901F8F8A5, 5362 

OK 1358 DATA CSF B0 3 4 CB 52720 74 272 01 4 2 A A D 8 E 
3BF0E6AD0C304AB682ADBE30C981D818A96005 
C DA 921 6 5C E A96 1 SD 87 3 8 4 CD 2 ? B A 96 £> 4 9 77 

FB 1360 DATA BSC D A9 Z185C E A982 BDB 738 ASC AF8 
03EE8738AD8AD2298FeD8038«93EB5CCA800AD 

0 ADZ 290 7 A A B D 5 62718 68083 8 BSC B 10 , 4 96 9 

OA 1378 DATA 02E8CC61GD91C8CaC007D0F7C682 
A5B210DaA9FB85C5A5CS3ft£D8?3885C5GD82D6 
8D8 3D8AD0 6D829BCF00B20 J025A4C8, 6816 

TT 13B0 DATA 4C5B27 AD0DDD298CF61 A2984F8B8 
ASCS206E264C3B2 7A&C52B7626A6C9BD56Z6A0 
4C 5E 2 7 ADD CD 8 2 98 CF8 8 A2 0 9 0 2 7 A4 81,4788 

LH 1198 DATA 68864C5E2768263A546E6ES8 A2BC 
A9B8AA99FB3099FB3EC8EBE81AD8F42090298D 

1 ED 868 2 8 7 A 2 74C 8S 2 7 A 9 B8 A 2 28 9 DBS ,5528 

IE 1480 DATA 3EE0D0FA6BA900A2209D8B3FE8D0 
FA60A2 B8BAA48 199 883 CC8E BE 8 BED BF 7 0 El A D0 
8CB53886B0A5CflDB032054256B2D7A J 6874 



ZD 1410 DATA 27A9EC85C588B9382B3 72885C668 
AD6E38C902D8F8ADB93BDBB8Z8142AAP8E38F8 
EB20AE27 AD0938F0F0ASCSC920F0EA t 5 69 7 

XC 142B DATA C6C52055 20 A S C A F 0 02C 6C 5 A28 8 A 4 
C6B D94 2 1 99683 EC BE DE BBC D8F 4 A 5 05 8D 8 2 & 6 A & 
BDD 8 2 984F BBC A 5C585CFA 5C6 266AZ8 , 6433 

RV 1436 DATA 4C2 A26AD6CD629B4F 0BB209B274C 
2A28AD68D82 984F88F283025207A278D1EDBBD 
89302896 2 968A5CAF00BADBAD2298F f 4177 
14 46 DATA D084ASB1B00CADBAD2 38E 97 29BF8 
69Z029FEBDBA3060ASC63BED0A3BF6089083C6 
C666E6C&66 26372866 3688 A 5CF 36 E9 ,5754 

TI 1450 DATA 2B4C7B28 ASCF49FF1869794A4 A4 A 
4 A a 5 C 9 A Af E 003 O 6 D 56 2 6 A 6 A 98 BAA 99 81 3 D 9 98 1 
3FCBEBEB0ED8F4BE16D8A5C9C5C4D8, 6048 

JM 1468 DATA 0CA5B0F8BA2B582AA5GAD68 32864 
2566ADBE36C964F6B6AD8B3BD8&E68AD0930D0 
0B2B142 AAD8E3BF86B20 AE27AD8930 , 4531 

GD 1478 DATA F 0F 8 A 5 C S C 988 F BBC CGC 52 961 D8 86 
ASC A F 06 2C6C 528S6 28 A 2 68 A 4 C 6B D 88 2 1 9 98 0 3 E 
C6ESEB14DBF4A5C5BD62D64P0B3BD0 , 66 57 

JZ 1480 DATA 2 9 A6C 5 C98 6 D02 3288527 A96 1 8D8 6 
3eA4G684C8A93699B43F99BE3FA9CB99893FSP 
eB30ti986B5C7BD83D8AG8B38F813A5, 534 2 

TE £498 DATA C73SE96365C76DB3DBC92BP8B5 A9 
B08D0B36AD0BD82 9B4F6BF207A2 78D8 93020 96 
298D1ED 828 3 825 AD8D D 829 6 8F8 1 1 AS ( 4654 

GC 15B8 DATA C7B5CFA5C8898F288A2B28212A6D 
lED0AD0C&B2 90BF017A280A4B18A99023FCaE8 
EB87DBF72B962726212A8D1EDB6SA2 , 5329 

AG 1510 DATA B 4 D0 B 528 9 6 Z 9 A 2 0 5 C AF E DC 3 88 DDC 
3 6 C 91AD869A916 980 C 36E 688 D 8EC 28212 A66 A2 
8038BDDC 3BFDEA21FB849814 B8B5EB , 5720 

68 1528 DATA EBB 6 D8E E A 2 BBS D DC 3 89 DE A 2 IE SE6 
868 BFS8 8 ASC ADS 88 A 51329#7D83 3E6 1 3 A DBE 30 
8 D 88 3 8 D 8 2 9 AB 8 AD 2 2 98 3 A A BD 1 0 2 A BP , 5 864 

CO 1630 DATA C2028DCSB2E88E6E38EEBC3BAOBC 
3B8B8D382B742765GS8P62P805C7QP03PB6B3B 
8 ABC8B A & O D 30 F 084 C £ BD36 606 DBE 38,4 769 

DM 1S40 DATA 6BA93C0D6F306D84D2&8 AD8F3BF8 
O 8CE0 F 3 0 4 A 4 A 000 5 & 2 AD86 3 0 F 010 A 9 A B8P 0 1 D 2 
EE86 36 ADB6 382 9878 D86 3 88 A BAB A8B , 4353 

LP 15S6 DATA 8BP2DB836P81D26BA284BD8038F8 
BCC A 1BF8 86 C A A 9 000 5B02B6E2 660 A 9 8BB DDC 30 
28F821A9B165BP6513A961BD1C622B,4988 

OZ IS 6 8 DATA D229Z6A 22428 3F25Z89B24266 626 
20BE27 20B02a2B2A2A205B2AA&0F3O0&0630D0 
09AD6S3625CAF882D82SADiC82D6FB J 3953 

PM 157B DATA B 54 D API F P8C98 5 D 8C 1 A 98885 BP BP 
0 1 D 2 B D B3D 2 B D BSD 2 A DB4 8 2 D 8 F B E 6 B D 4 C 7 A 2 A A 9 
B665BBA932BD1C62A01C82D8FBA084 , 68S5 

CB 158B DATA B2D0FB4C 7 12 A88BO8O00000008 00 
888 888 8886 88888668 888 B68B 888 868 8688886 
0OQ BO03 8880800880000 8ti 00040080 t 592 



YZ 16 REM 



GJ 20 QPEH ttl j4,0j M DL5KIR MI 5 M . OBJ* 1 

OC 30 POKE 050, 7: POKE 852 , 0 : POKE 8S3 # 52:F 

DKE 856 , 255 : POKE 057,255 
5M 48 M=USB I A D R l"h h h£?L VE» 1 > t lb] 
BB 5B CLOSE »1 : H = U5R f 8232 ) 
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SUPPORTING YOUR ATARI 



UPGRADED TO ST? 

Don't throw your old files away use 

TARITALK 

The most effective way of transferring ffles from your Atari 
ft bit system to your ST without the need for a costly 
interface. TARITALK comes complete with Interface coble 
and software to transfer text files, database information 
pictures, music files and more to your ST 

TARITALK is just £19.95 
and is available exclusively from PAGE 6 
- use the order form or telephone us for credit cord orders 



BLANK DISKS 



LIMITED OFFER 

FIFTY 

BLANK 3.5" DISKS 

£35 

CERTIFIED DOUBLE SIDED JAPANESE UHBRANDED TOP QUALITY DISKS 
BOXED IN FIFTIES -no labels 



Order from PAGE 6, P.O. BO* 54, STAFFORD, ST16 10R 
Credits card orders accepted cm Q7G5 213928 or by FAX on 0785 54355 



TRANSDISK IV 

Now available exclusively from PAGE 6 SOFTWARE 

HOW YOU CAN TRANSFER YOUR CASSETTE 
GAMES TO DISK WITH EASE 

TRANSDISK IV Is a simple to use utility that will 
transfer ail your cassette games to disk - easily 
and quickly! 



• Handles any type of cassette format 

• Handles cassettes that load extra levels 

• Allows several games on one disk 

• Use full memory on XL/XE machines 

• Handles cassettes that need 64k memory 

• Full step by step instructions included 

• Complete with chart of exactly how to trans- 
fer the more popular games 

TRANSDISK IV is £19.95 
exclusively from PAGE 6 



Port and packing rraa in UK. Unt cluqut Or P.0. or qucMt AcctSirtita number 10 

PAGE 6 5 P.O. BOX 54, STAFFORD, ST16 10R 
Telephone orders by Access or Visa accepted. Tel. 07B5 Z1392& 



READERS 



OFFERS 

See this page and inside covers for details 

FOR YOUR XL/XE 



□ TRANSDISK IV 



£19.95 



SPELL ME 
I 1 Cassette 
] Disk 



£4.95 
£6.95 



_ MINI OFFICE II 
□ TIME & MAGfK 



£14.95 
£3.95 



□ THE BIG DEMO 



£3,95 



ISSUE 43 DISK (with ASTROWARP) 
ISSUE 42 DISK (with BR1K-BAT) 
ISSUE 41 DISK (with DOUBLE BONUS) 
ISSUE 40 DISK (with GRID WARS) 
ISSUE 39 DISK {with PRO GOLF) 



£2.95 
£2.95 
£2.95 
£2.95 
£2.95 



□ TURBO BASIC (Disk) 



£3.95 



□ FLIGHT SIMULATOR II (with FREE BOOK) £34 J5 



SCENERY DISK 3 £12.95 
SCENERY DISK 5 £12.95 
SAN FRANCISCO £14.95 



SCENERY DISK 4 £12,95 
SCENERY DISK 6 £1 2.95 
JAPAN £1495 



Please note that many Scenery disks ere in very short supply 



FOR YOUR ST 



□ TARI-TALK 



£19.95 



ST TYPING TUTOR 



£2.95 







STOS BASIC 


£21.95 






STOS MAESTRO PLUS 


£49.95 






STOS SPRITES 600 


£10,95 






GAMES GALORE 


£14.95 



B 



SPECIAL ADVENTURE OFFERS 
THE JADE STONE 
DOMES OF SHA 



£4,99 

£7.50 



□ CLIP ART COLLECTION 1 

□ CLIP ART COLLECTION 2 

□ CLIP ART COLLECTION 3 



£10,00 
£10.00 
£10.00 



Postage included In U.K. Europe add £1 per order, 
Elsewhere in the World add £2 per order. 



Name 
Address 



~] Cheque/Postal Order enclosed tor £ 
I wish to pay by Access/Mastercar d/Euroca rd/ Vi sa 

ca* n„. rnnj □□□□ □□□□ □□□□ 



Please debit my credit card above with £ 
Signature „ „„ 



Expiry date: 

f 



Send your order to 
PAGE 6 PUBLISHING 
P.O. BOX, 54, STAFFORD, ST16 1DR 

Ptaase allow up To 29 days far delivery 
Pleasa-fail tree lo photoopyttN torn or wrUt yaur wler h you do nol *anr. I? w\ he magaaiw 
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XL/XE CHEATS 



THE 



TAPESTER 



Mauro Maestromzi updates 
last issue's program with 
cheats for even more games! 



Mk 



This utility follows on from the TAPESTER program pre- 
sented last issue and is actually an enhanced version of 
that program. 

Whilst the original TAPSTER works fine on the games it was 
intended for there are one or two problems in using it for other 
games. For example the program uses page 6 in memory so 
that any game which uses this area, such as N1NJA COMMAN- 
DO, will not work with It. Secondly it left BASIC enabled so 
that games which need to run without BASIC wouldn't work 
correctly. This enhanced version will switch off BASIC and 
move itself from page 6 to the to end of memory thus leaving 
page 6 free for those games that need it. 
Trie instructions for use are the same as the original but, to 
recap, you should type In the listing and CSAVE it then remove 
the REM from the line referring to the game you wish to play 
leaving only the word DATA and the numbers following. Note 
that for THUNDERFOX you will have to do this to two lines. 
Now place your tape in the cassette deck, press PLAY and RUN 
the TAPESTER program. Your game will be loaded, modified 
and run. 

One peculiarity with THUNDERFOX is that the display will 
indicate when you have lost your first life but, after that, you 
will have infinite lives and the display will not change. 

Finally thank you to Daniel Welch for the original program on 
which this version is based. 



TAPESTER Mk 


II CHEATS 


NINJA COMMANDO 


Infinite lives! 


THUNDERFOX 


Infinite lives! 


TRANSMUTER 


255 lives! 


AIRSTRIKE 2 


255 lives! 


OLLIES FOLLIES 


255 lives! 


SCOOTER 


255 lives! 



£H 8 REM * 
OF 1 REM * 
REM * 



SZ 
■ U 
TB 
EM 
JM 
ED 



THE TAPESTER Mt II * 

REM * by Keuro Maestrami * 

REM « * 

REM MMMKI ll timmtmiH X KXHMBKm i ltMHKMCMKH 

REM * NEK ATARI USER - APRIL <*H * 

REM WM W MWlfMHWWXWtrltHMHMM M MMlCM t tWWIfMW h 



HN 8 REM 
HO 9 REM 

10 GRAPHIC* 8i? "PLEASE WAT T ..." 
LP 28 RESTORE 80 

UR 39 TRAP 40 : RE AO A : POKE 1536 + 1 * A 5 1 = 1+ 1 ! 
GOTO 39 

EM 48 IF fl = -l THEH RESTORE 5HSF0R G = * 674 
TO 1683? READ A t POKE G,AiHEHT (* i POKE 16 
75 # PEEK [17B6I 

UJ SO DATA 169, 9 + 141, 85, 3, 169, 126, 141 . 88, 
3 , 160 * 3 

SV SO ? "LOADING* ■ . " 

HA 70 £=U3RC1536» 

AX 86 RATA 165,255, 141, 1,211,169,0, 133,28 
3, 168,1*1, 133, 294, 169, 42, 133. 293, 16*. 6 
1 133 , 266 , 162 , 1 , 160 , 8 , 177 , 206, 148 , 283 

RA *8 DATA 136, 288, 24*, 238, 204, 236.206, 20 
2,206. 242, 76, 6, 1*1 , 16*, 12 , 182 , 16 , 141* 8 
2 , 3 , 32, 66 , 228 , 169 , 3 , 141, 82, 3, 169 

5fl 108 DATA 67,133.2*3,169,50,133,204,169 
,283,141, 94, 3, 169,8,141, 95, 3. 169,4. 141 
j 98, 3,169,128. 141, 91,3,162, 16 

MK 110 DATA 32,86,220,169,7,141,82,3,169, 
286, 141, 84, 3 ,16*, 8, 141, 65, 3, 163, 4, 141, 
98,3,199,6, 141, 99, 3,162 

HO 126 RATA 16 , 32 , 96 . 228 , 199 , 3 , IBS , 205 , 8 , 
145,297, 136 , 16 * 248 , 185 ,297,24,185,4.14 
1.64.3, 166 , 208, 105, 8, 141 , 85 , 3 

FZ 139 DATA 169 . 255 , 141 , 56 , 3 , 14 1 , 0* , 3 , 162 
,16,32,86,225,169,12,162,16,141,82,3,3 
2, 86, 220 

HR 149 REM (3EIB f^UlifiVI^J »ATA 189,1X9,14 
1,39, 5. 16*, 1*1, 141, 49, 5, 76, 134, 4, 169, 2 
34, 141, 247, 138,141, 246, 138,76, 144 , 12? 

5H 156 REM RATA 182,31,189,14* 

, 191, 149,224, 202, 16, 246,16*, 238, 141 , 50 
,7,169,0,141,51,7,76,224,0,32,6,6 

ED 158 REM tlilllJI J J;l*iEl UJJAORJ DATA 32,134 
,6,189,234,141,26,113,141,21.113,141,2 

2,113,76,64,38 
LL 170 REM riTTTMTmUa RATA 16*, 139 , 141 , 10 

7,6, 16* , 1*1 , 141 , 188 , 6 , 76 , 6 , 6 , 169 ,255,1 

41,174,88,76,6,99 
00 186 REM rj y;fcUiina g DATA 169,266,141,1 

13,44,78,134,27 
DC 190 REM H[R^™ a>JW*Hpj 6 AT A 32,6,6,169 

,256,141.109,45,76,53,44,-1 
HU 288 REH WWitiiiliiil RATA 32,6,35,169,265,1 

41 , 46, 116 , 76 , 102, 115, -* 
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contact ... contact ... contact ... contact 



FOR SALE 



PRINTER: 1025 plus oescender 
lant ROM and spare- ribbon, LrHle 
used ESQ. Multi-viewterm Wlttl 
Xmodem software plus. Daiatari 
serial Interlace. £40. CP 101 Printer 
Butter {7K byte) and interface (sa- 
rtaJ poft to Centronics), £40. Black- 
lhOrrt printer interface (for daisy 
Chaining serial port and giving 
Centronics output), £30. Sparta- 
DOS Construction Set with manu- 
als, £17. Phone Keith 0" 
0245-269030 

XL SYSTEM: aooxL, os Con- 

fo er Card Yc 2S6K memory 
expansion. 1050 drive wi|h US 
Doubler 4 SpartaDOS 3. B50 inter- 
face, bocks, magazines, etc, Also 
Juki 5510 primer (no head], Tel: 
0506-55992 alter 7pm, 

XL SYSTEM: 8O0XJL, 1010 data 
recorder. 1050 disk drive, 1020 
printer/plotter plus joystick, Centro- 
nics interface and broken 1027 
printer. Much software including 
Aiari-Writer database, Homa Filing 
Manager, Turbo Basic, Assembler. 
F18 Sinke Eagle, Trivial Pursuits 
and many more. Also complete sei 
d Atari User and many Monitor 
and Page 6 magazines as well as 
Your Atari Computer and Assemb- 
ly Language Programming books, 
£2S0o.n.o. Tel: 0625-530044, 

XL SYSTEM; BOOXL. 1 050 disk 
drive. XC12 tape deck, touch tab- 
let, over £200 worth of software 
{mostly games;, a '< ooxec and im- 
maculete, £190. Tel: 0442-53933 
{Hemel Hempsteadr. 

MAGAZINES 4 GAMES: Over 
2 years of Atari User magazines, 
perfect condition, also over 150 
games on "ape and cartridge in- 
cluding Star Raiders, Slar Rader?. 
II. Bruce Lee. Gauntlet. Leader- 
board, Slar Wars plus marry, many 
mere, all anginas. Please phonft: 

05O£-fi47t3B. alter 4pm, 

fl'BJT BARGAINS: Atari Couch 
tablet, £25. Alphacom 81 Printer -t 
Atari interface ■+ Atari Writer Plus 
;cn disk). £65. Books: De Re Atan, 
Mapping The Ateri. Your Atan 
Computer. Atari Basic. Atari Sound 
a Graphics. Base fletwence 
Manual. Software: Bandiis, Way- 
out 3D, Racing Destruction Set, 
Qeaoh Head, Fun wrlh Art p«us 
Olhers. 48K Atari 400 in v.g.c, 
oifers? Gonted Mauro on 
01 -445- 1696 (Finchley}. 

XXE SYSTEM: 130XE. 1050 
disk drive, 1027 printer, 1010 tape 
deck, ell cables, PSU's elc, plus 
books and software, £200 o.n.o. 
Call: 01-636-7218 (London, 
Mtaryieoonel after 7pm Mon.'Fri 
0P>e*Wise AnsaFone. 

PRINTEH: 1 029 dot matrix in 
good -condition, complete wrtb 
leads, £100 o.n.o. Tel: 
0792-7953631. 

L SYSTEM: 30QXL, 1050 disk 
drive. 1010 tapu reco-der, com- 
plete with joy-slick. lockable dtsk 
box with 30 new (3M|, disks- Ori- 
ginal inslruclion bocks, good 
selection of gemes (over 170 r on 
disk, cartridge and 1ape, plus 1 1 
Alari User magazines, £150. 
Phone: 02i -362-4456 after 6pm. 



PRINTER; NLO MicroP. Dm 
Mam* printer (1 00/30 cp&f, still 
boxed EBf>; Pnnter interface For 
Ala'i 8 oil. £20; Da Re Atari, £5; 
Mapping The Atari, £3; Technical 
User Notes 40O,''SO0 series (O-S. 
and HenJware), £5 each; Inside 
Atari Dos, £3; Several other books, 
Anhcs S Analogs. Contact Russ 
Ford on 0623-750203 (Nottingham 
O'oai 

XL SYSTEM: aoOXL. 10lD dala- 
corder, SlQ disk drive with Pilot 
Prog. 43 games on disk, 34 on 
tape and 5 on cartridge, plus 2 
joysticks, £2QS o.n o J,M Crab- 
t r ee 56 Bamfield Road, Belve- 
dere, Kent. {03224-40633}. 

XL SYSTEM: 8COXL (boxed), 
1050 disk drive. 1010 cassette 
player, 1029 dotmalrix pmte f , a 
manuals and leads, Computer 
House hardware Mod (never lilted) 
with software a manuals, over 
£500 worth of software, £240 
o n o, Telephone: 0033-664185 
after 5pm. 

B'BIT INTERFACE: Will con- 
nect any Centronics type primer to 
any fi-bd Alan 400 . 600, XE, XL, 
etc. Needs no software lutiy irans- 
parent, complete as new wiih in- 
structions. COS1 £50.00. Oflors to: 
M Rouse. 4 Ouida Road, Canvey 
lylur d. b sr SiB 7JP 

XE SYSTEM: Including 
keyboard, ligntgun joysticks. XC12 
datacorder and 1 02C prmter 
meeds slight repair}, over 100 
games and many lop litles. basic 
programs on tape and some 
books. Have upgraded to ST and 
need money to pay back loan I! 
Cost new epprox £060 will sell for 
£160 o.n.o. Cell Joey on; 
02 1-457-7706. 

XL SYSTEM: SOOXL, XC12 re- 
corder. 2 x. jet-1ighter slyle joys- 
licks, about 30 games (worth 
£70+). loads of magazines cover- 
ing about 3 years, only £100 o.n.o 
Call: Winchester |O9$2)-094567 
Buyer collects. 

600 4SK: With Atari Writer ROM. 
Basic ROM. 1027 PnnLer, 1010 
cassette, all leads, power packs, 
etc. £80 or split. 810 Disk Drive, 
read bul no wrile function. £35. 
Tel: 0932-344410 (evenings), 
Weybridge, Surrey. 

XE SYSTEM: &5XC. XCl2data 
reorder. CX-iO OySliCk. over £200 
wonh & games on casselte and 
cartridge Included are many 
books ii'id magazines. Used ever 
just one year. All games are boxed 
and in excellent condition, I Buyer 
must coiled}. Phone Boris on 
0260-747565 after 5pm except 
Sundays 

XL SYSTEM: 600XL XC12 data 
recorder, all leads and original m- 
slrudion hooks plus software 
■worth over £8B0, Atari User maga- 
zines. Offers over £200, buyer 
must colled (Midlothian area), Tel: 
031-660-5275 after 6pm. 

PRINTER; 1020 dot matrix wrlh 
dust CO^ef, 7 re-inked ribbons, 
numerous programs 1c use with 
1029, including ID-Print, Word 
Processor. Digital Editor + hun- 
dreds of icons end 1 00 sheels of 
fenlctd peper, £ 10O o.n.o. Buyer 
collects. Phone:001-5166795 
(Petedee. Co. Durham^ 



XL SYSTEM: GQOXL iQ50 Disk 
Drive, 410 cassette, joystick, and 
trackball. ROMs - Star Raiders. 
Eastern Front Assembler Editor, 
Microsoft Basic and Alan Basic. 
Disks:- Ultima IH i. IV, F15. Mer- 
cenary, Paint, Super 3D pbtle', 
Voicemaster Sampler, BASIC 
Compiler, Alternate Reality, many 
advenlune, graphic, and flighl 
games. Technical manuals:- Map- 
ping The Alan I & !l. C-ompulG 1 
books, £300 the lot may spm Also 
1Q29D01 Matrix Printer with 
graphics capability, £80 o.n.o. Call 
□avid on 01-590-7771 evenings 
only. 

BLANK DISKS' Due to sale of 
my ST I have 60 * 3.5 DS'OD 
Dysan disks ter sale, an brand new 
and in sealed packs., £20 lc 20 or 
all 50 Tor £50 4 including postage). 
Call: 0524-54003 Jor details. 

XE SYSTEM: 130XE, XCl2 
lape deck. 32 cassettes, 1 5 car- 
riages. £ I ' 5 o.n.o. XF551 Disk 
Drive, disk box, 3 adventure 
games, Transdisk IV and several 
olher disks. £120 o.n.o. 15 Atari 
User magazines, £7, or complete 
package lor £220. Phone: 
0733-71 B32. (Buyer collects). 

XL SYSTEM: 600XL. 410 recor- 
der, loads of software and maga- 
zines including the VERY FIRST 
edrlion of Atari Usef 1rom 1985 All 
manuals 1or computer included. 
Low pnee 1or quick sale, only £90. 
Phone Tahir on: 01-903-0394. 

XL SYSTEM: SOOXL, 1050 Disk 
Drive. I 029 Printer, all manuals, 
joystick, spare ribbons, dust cov- 
ers, box of paper, games, extra 
disks and many utliur outrun, all in 
good condition, £220 o.n.o. Phone: 
01-991-0120 < Adrian Laurence). 

DISK DRIVE: NDtJSGTwish 
GO i disks, manuals and instruc- 
tions, dust cover, etc., £1 50 
Phone 0472-750855 

XE SYSTEM: 130 XE. lOSO disk 
drive. 1029 printer. 1010 cassette 
recorder and joystick. Lots o1 
distai'lapss/cartridges including Si- 
lent Service. Hitchhikers G.;ide To 
The -Galaxy. Trivial Pursuits, busi- 
ness ulililies such as Mini OMice II 
Complete wrth manuals, leads, lull 
oon of printer paper and disk 
boxes, in very good working order. 
£310 ior quick sale. Contact Domi- 
nic after 5pm on 0229-579-29. 

XL SYSTEM: 800XL XCl£ re- 
corder end 25 games on cassette. 
loysticK, £80. Excellent condition 
Tel: 01-574-6249, 

XE SYSTEM: 130XE.XC12 
cassetle recorder, 2 joysticks. 
£200 worth oF software. £100 
worth of utilities including Assemb- 
ler/Editor, back-up cassette sys- 
tem, books wonh over £150 indud- 
ino. Mapping The Atari, Compute''* 
Vol 2, 2nd £ 3rd Book or Atari, 
magaJirXiS i 'i0 uding Puge 6 20 - 
present issue, some Monitor & 
Analog All in perfed condition. 
Open to attars. Please wrile to: 
Imab Abc.daya 74 Esker Park, 
Lucen, Co. Dublin, Ireland 

PRINTER; iceg, , n good as new 
condition, includes connector lead, 
new ribbon, cover and Alan Wnter. 
In original padvf^, £70. Phone 
Alar: on: 0734-S6B540 weekends 
Of after 7 pm weekdays 



6-BIT BARGAINS: l30KEinc. 
Controller card, £99.00: 80OXL. old 
and unused for ages. £25.00: 1050 
dis*. drive, double-density, £80.00: 
1050 disk drive, double-density * 
aroniver CyG UC; 1020 Pnnter, 
£35_00; 1010 cassette, oW and un- 
used ior ages £10.00; 1027 Prin- 
ter. brc*en, £5,00: 850 Interface, 
incruding Alari to PC cable. 
£50 00: Para&onic KXP10S1 
'Epson compatible printer, £100: 
plus lots of games and utilities on 
Disk and ROM and several useful 
Mams of nardware. Contad: Roger 
Bowering, 23 Prirjry Close, Dart- 
lord, Kent DA1 2JF (0322-79509 - 
Home; 01 356 9970 -Work;. 

XE SYSTEM: 130XE. lOSO Disk 
Drive with Hyper drive chip, XC12 
recorder, speech synthesiser, over 
££0 worth of magazines. £120 
worth 0-1 software, disk holder and 
blank disks, all worth over £500 
and selling for £300 Buyer col- 
lects Phone: Coventry 
(0203) -441832 after 5pm. 

GAMES CONSOLE: Alan 
28CO Games h/ar;hine cciiplete 
•with all leads and joysllck. Centipe- 
de game also included. Unwanted 
pri2e. so brar>d new' Bargain at 
only £30, Phone: 0737-7721 16 
(Redhiil). 

PRINTER BARGAIN: 1 029 

boxed and includes manual and 
Dump 1029 utility. Also includes 
Ateri Wriier software, £75 Write to: 
Peler Graham, 4 Si&nedate Close. 
Pool-In -Wbarfedaie, OUey LS21 
lOTorTal: 0532-8433&0. 

XL SYSTEM: 800XL, excellent 
condition, boxed (original | with 
manuals, etc, ideal replacement 
backup. £35 i £2 poslage. Also 
1050 Dusk Drive, immaculate con- 
dition, boxed with manuals/disks. 
E100 + £3 postage. Te* ShrBws- 
tury 24909^. 

XL SYSTEM: 3O0XL (Controller 
card fitted) , 1 050 disk, drive {DS 
DoublerJ, both in exceflent condi- 
tion including all packaging, etc. 2 
x joysticks, over £300 worth son- 
ware on disk. Technical Reference 
Notes and 130XE handbook. Any 
olfers? Ring James on: 
0364-73473 attar 4pm. 

XE SYSTEM: 130XE, XC11, 
1050 disk drive, 1 02$ Primer. 1020 
Plotter, loads ol software including 
Turbo Basic, Mirn Otlice II, many 
n. vvr-;. rjcoks ir-fjluding De Re 
Aian . Technical Helerenca Noies. 
Revised Mapping The Atari and 
many more lapes, disks and 
books, too many to iisl! All boxed 
with manuals, etc, £400 o v.n.p. 
Tal: Pete Stray on 0923-673553 
after 7pm 

XL SYSTEM: 60OXL. 105Odisk 
drive. 1010 casseice. |oyslick, 
loads ol software on disk, cassette 
and ROM {including many S.S.I, 
and Mioroprose tittesj, magazines 
(including EVERY issue o J Atari 
Use r ). all in pertect working order 
most in original boxes, Otters 
aroynd £1 75 (Buyer collecls) Also 
ICO Prtnier connection. £15; Mini 
Office II. £10; Print Shop, £12; 2nd 
SOOXL (Faulty but compete wilh 
power supply | lor spares - any 
otters? Telephone: M. Newman. 
(0277JI-26462S {daytime}, or 
|O245;i-26a063 {evenings) 



XE SYSTEM: 05XE XCl 2 data- 
corder. XF5&1 diskcrive, Trgis- 
disk iv. 70* top qusWy games on 
cassette and disk including Speed- 
njn, Kenny Oalgfcfih, Trhnal Pur- 
suits, etc. Disk box. and loadsa 
mags worth £450, asking £2a9 
o.n.o. Nosptils. Ring: Woxing 
(04831-720533. 

XL SYSTEM: 500XL. 1050 disk 
drive. 1010 recorder, 1027 printer, 
622 primer, software, books and 
manuals. Any oilers considered or 
exchange for ST hardware. Phone: 
Exeier 57301. 

PRINTER: Star LCiO colour 
printer in excellent condition, com- 
plete with an manuals and primer 
interface (Graphix AT). Slill in box, 
Offers above £150 accepted. Tel: 
0844-53B15. Buyer mus1 collect 
(ChirVnor. Oxon). 

XL SYSTEM: SOOXL, io$Odisk 
drive, complele with Quick Shot 
foyslick and paddles, around £100 
worth ol software. Assembler car- 
tridge. Mapping The Alari Revised, 
sell lor £tB0 o.n.o. Contac!: Steve 
Hotmes, 5 Whilmore Avenue- 
Gfassmoor, Chesterfield, S42 5AE 

XL SYSTEM: 500XL, lOSOdisk 
drive with joy slick, leads. P.S.U. 
and manuals plus OOS, PrintShop 
and blank disks All boxed and in 
mint condit*0ri. only £120. Tele- 
phone: Kevin on 0789-772165 

XL SYSTEM: 2 x SOOXL compu- 
ters. £35 each, 1050 disk, drive, 
£00, 1010 cassette recorder. E10, 
Philips composite video 
green-screen monitor {io sud 
above). £40, Graphm AT parallef 
pnnter In terfac e. £20. Miracle 
Oatatari modem interface/software. 
£25, Mini Office II. £8. fiirxj: 
07O3-736 191 after 6.30pm 

XL SYSTEM; SOOXL with Con- 
troller Card. 1050 disk drive, 1029 
prtmer, cassette deck, touch tablet. 
£400- 01 software including busi- 
ness and utilities, spare disks, etc 
All in superb condition. £350 
o.v.n.o. Phone John on: 
0354-540 IS. 

256K UPGRADE: Vorky 256K 
memory upgrade lor Atari 6O0XL 
or 500XL. &rand new unused, £70. 
Write 10: Mr.S. Young, 94 Man- 
gravel Avenue, Maidstone, Kent 
ME15 9BE. 

VARIOUS: 1 029 Printer. CBO; 
Atari Wirier. Fleetsystem l|. MMG 
Deta Manager. VlsicalC, £5 each; 
Mapping The Atari fR«v), Alari 
BASIC Source Book, £6 each; 19 
>: Page 6 {issue 16 onwards). Atari 
User tissue 1 onwards), Antic 
(issues 2:3 & 2:8). offers. Tel: 
0747-870409. 

XE SYSTEM: &5XE, datacordar. 
dish enve. ?,oys:iuks. over £200 
worth of software and magazines. 
Will not split, £250. Tel: 
01-804-7020 after 6.30pm. 

XL SYSTEM: 8O0XL wrth built in 
Omnimon. 1050 disk drive with US 
Doubler power packs and caWes 
4 over 30 disks w4h a wide range 
of games . C 1 50 o n o. Write to: 
Gary Walters, 13 Logan Way, 
Livmgslon. Wesi Lolhian EH54 
8HF Or Tel: 0536-30232. 
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FOR SALE 



XE SYSTEM: 130XE.XC12 
cassette, 2 joy&licKs plus aver 
£150 worth of ROM cartridge andi 
cafisetle software. All boxed as 
new and in perfect order. £1 75 
o.n.o. Tel: David en 01-622-9386. 
IN.B. 5TD code will bB 071 arter 
6th Mtay 1990). 

XL SYSTEM: lOSO 
drive, 1 -0 1 0 data recorder. CX40 
oyiUCk, .1 i ocxec anrj n fixc&lleH 
condition, Alw 1029 Printer, soft- 
ware including: Mini Office [|. Basic 
Tutor Pack, Draconus, Joe Blade, 
Red Max + many others, Man 
User mags. £250 O.n.o. Nn splits. 
Tel Warlord 036775 or Usbridge 
55940. 



WANTED 



DISK DRIVE 1 1050 in good 
wci' r ig order a: E50 or under Tel 
Craig on 0253-691 259- 

WATSON S NOTES- Third 
booh <n the series, "Making, Basic 
Work" by O.Kedam and I.KaWiy. 
Wusl be »n good oondilion, will pay 
good price lor It Ring Tryslan on 
Q&72-77972 on weekdays ir» 1he 
evening. 

PROGRAM HELP: Can any 

one »>elp me whh the problem I 
have in running a program on tha 
GSXE lor word processing use? 
Tom E. Siangan. 84. Common 
Road. Aylesbury, Bocks, H^l? 
3ND. 

DISK DRIVE: io$0for XE sys- 
lem be n working order ii'ifJ 
ai a reasonable price (London 
Area). Tel: 0i -066-6952 or write to 
J.R. Bun. 14S. Easloobe fload, Pin- 
nef , Middlesex HAS 1 EZ. 

MAGAZINES: I want lo com- 
plate my magazine collection I'm 
searching lor Rape fj 1-18, Aiari 
US*f 12/05 - 2'B6 and Analog NOS, 
23. 29. 30. 32 and 36 Reasonable 
price paid. Make an Oder 1q: Bodo 
Jures, Awaudasts. 5D. r>arjOO. 
Hamburg 35 Wes1 Germany 

DISK DRIVE & PRINTER: 

Must be in gocd working order. Win 
pay Up to £70 for eitner. Write to 
S. Sreoks, 10 Oak Close, Sum- 
merhlll, Wrexham. Clwyd LL1 1 
4HP or Phone: 0978-756464. 

DISK DRIVE- 1090 in reason- 
able condition and under £40 Also 
any type ol disk-based software. 
Phone R. Hanie on 0&2S-640029 
or write to' 1 5 Green Farm End. 
Kinelon . Warks. CV35 DID, 

KYAN PASCAL: Any infarma 
Hon on mis needed lor ihe 8>BH 
Atari. Where 10 obtain a copy 0< 
the compiler and.'0< 1he Kyan Sys- 
tem utilities. Any help will be 
appreciated. Thank you 1 C. Skip- 
sey. 1 5 Dunvegan. Vigo. Birtlay. 
Co. Durham DH3 2JK. 

DEAD DISK DRIVES!!; 1060*5 
in any condition considered, up to 
£20.00 + postage will be paid. Any 
Olhe.r Atari hardware considered 
Please telephone Mike on I.0734J 
S330D6 or write to: M, Harford. 9B 
Hunters Hill. Burghrield Common, 



PRINTER: 1029 1or around 
£50.00 Telephone: Mr Marttew on 
0704-894893. 

MORSE CODE TUTOR: F or 

BOOXUdisk. Tel: 0932-344410 
(Evenings).. Waybndge. Surrey. 

DISK DRIVE: 1050 in working 
order. Atari Writer plus disk lorign- 
ai|. West Midlands area. Will also 
consider other 8Q0XL equipment. 
Phone: 021-5O2-1037 early 
e^nings. 

TAPE DECK: Desperately re- 
quired 1 Any mode* {400. 101 0, 
XC12. XC11J bul must be m good 
condition with leads/power supply, 
t ' S 00 dFered. Phone Oliver on 
Maidstone (06221-^61664 alter 
6pm any day. 

DISK DRIVE: 105O m good con- 
dition, any reasonable price paid. 
Wntft 1o: D. Chadwiek. 13$ Town- 
slield Road. Westhoughlon Nr. 
Bdlon BL5 2NT 

PAGE 6 BACK ISSUE: Num- 
ber 35 wanted. Please comact 
Andrew Williams, 8 Carfax Close, 
Lewsey Estate, Luton, Beds LU4 
03A or Tel: Luton 605660 between 
6pm-7pm 

TOUCH TABLET: With Atari 
ArtiE.1 wanted. Telephone Chris 
Hudson on: 0436-71961. 

PRINT SHOP COMPANION: 

Wanted preferaby with instruc- 
tions, ihough not necessary . 
Please phone Sluart OflL 
0302-831521. 

DISK DRIVE: 1050. must be 
cheap and in working order. 
Please write lo: Robert Monis, 213 
Monmouth Drive, Sutlon Coldfield. 
West Midlands B73 &JS. 

BRODER BUND's ARCADE 
MACHINE: Any condition on ori- 
ginal cassette Also any other 
game designers l.on cassette or 
ROM l, programming docks. Frog- 
ger (casserla) and cartridges. 
Please wrile <wilh SAE) to: Amjid 
at 53 Clrfte Slreet, Keighley, West 
Yorkshire BD21 2ET. 

SCENERY DISKS: Flight Sim II 
disks For Japan and Western 
Europe Phone Richard Martin on; 
01-992-9655. 

SPARTADOS X: Musi be in ex- 
cellent condilion. Good pnce paid. 
Will collect or pay postage, Phone: 
(Dubtin) 01 280129 any time 

TAPE RECORDER: XC 12 

wanted- Reasonable price paid. 
Write to: Maria Adams t9 Partisan 
Slreel. Delves, Walsall WSB 4PD. 

STM 520: Plus 1 N'eg eternal 
drive, TOS 1 09 or less, appro* 
£1BO. Phone: 09747-655/21 2, 

EDUCATIONAL SOFT- 
WARE: Wanted urgently for 
15'year-old OfJOXL user (on cas- 
sette} Anything considered. Con- 
lact Urlan on: RedhiH 0737-7721 16 
or write to 108, London Road, 
Redhill. Surrey RHi 2JJ 

PRINTER: Compatible wilh the 
130XE. would like Instructions, 
paper not essential, Will pay p*p. 
Ring Stuan on Dublin J1 iMO after 
5pm or wrile to: 1 2. Carlton Road. 
Marino, Dublin 3, Ireland, 



SPARTADOS X: With R Time 
8, Ught pen 8 mouse loath with 
SOlrware), Class Copy & Issue 
Disks 35-42 inclusive All must be 
in good condition, reasonable price 
paid. Tel: 01 -260129 (Dublin). 

TRACKBALL/TOUCH TAB- 
LET: Wanted In good working 
Order Write lo: Mf.S. Young, 94 
Mangravet Avenue. Maidslome. 
Kent MEiS &BE. 

DISK DRIVE: a-bit compatible in 
good working order with all cables 
and connections Good priCO pa>d. 
Wnte to: R. Espino. 36 Chaucer 
Poad Patarborough, Cambs. PE1 
3LN 

MAGAZINES: Issue 25 ol Page 
6 and January i«0& -{Vol 1 Nq.9) 
of the OLD Atari User. Will pay 
reasonable price plus postage or 
swap for Cut If Paste, tf not then 
any ctfers 1c Cu1 "n Fasle onpir.il 
on disk? Tel: Richard on 
O302-784642. 

TRANSDISK IV: Heeded with 
instructions, reasonable price paid. 
Comact: Harry a1 30, Framed 
Road. London N5 1 LJU [Til: 
01 -369- 1 1 77 Ansaphone). 

DISK DRIVE: 1050 in good con- 
dilion and £30 or less- I am a 
beginner and it posSitHe would like 
DOS 2 5 thrown in pkiS some hints 
and lips. Tel: 0482-869959. 

CAME INSTRUCTIONS; i re 

cenily purchased Wediaior {English 
Software) from a 1nend out I had 
no instructions wlh It. Plaasa help. 
Write to: Avram Dumltrescv, 190 
ColinrrHI, PolaglasS. Dunmurry. 
Beirasl. N. Ireland BT17 OALI. 

EXCALIBUR LOST: Is anyone 
able 1o provide ma with a COpy of 
tne instructions 1or playing this Old 
Apes game? Mine have dis- 
appeared under water! Phone: 
0732--542O94 (Evenings). 

TANDY ADAPTOR: Memory 
plus expansion adaptor for Taney 
100QHX COmpgrler (Cat.HO- 
25-1062) arxiOr Tandy Plus RS- 
232C Upgrade Board <Cal.No, 
25-10311. Call: 01 -636-721 5 {Lon- 
don, Marylebonel' atler 7pm Mon>' 
Fri. otherwise Ansalone. 

BASIC HANDBOOK; The 

BASIC Handbook by David A. Lien 
(Compusolt), also Atari User * 
Monilor magazine d ; sk&, Machine 
Language 1st 6. 2nd - Ron James, 
3 Lauderdale Road R Oblelor, 
Preston PR2 SRQ. (Tel: 
0772- 791 47!)). 

DATACORDER: XC 2 wanted 
(or use with BOOXL. Write 10 : Ger- 
rard Griflin, 11 Carrail Lie. Shan- 
non. Co. Clare, cire 

DISK DRIVE: 1050 m good 
working order. Phone B*ceslar 
{0869) 346539 alter 6 00pm on 
weekdays 



PENPALS 



B-Brr USERS: Hi! My name is 
David, I am a 23-year-old Atanan. 
My set-up is a& lollows: 30DXL. 
1 050 enha^ed drive and 10' 0 
tape unit. I am interested in simula- 
tions, adventures, shoot 'em ups 
ard Hying games. AH letlers 
ans'wered, Also, can PAUL RIXOM 
and LUIS EO WARDS please con- 
tact ma as I have moved from 
Birstall. Write to: David Foggm, £1 
Fairview Road, Cartmghow, Bailey 
West Yorkshire WF1 7 SEH. 

65XE USERS: -*ojid like to 
hear trom anybody who owns a 
6SXE oompuler and likes playing 
software or doing own programs 
trom the manuals with ihe oompu- 
ler. Paul Ellis. IS B4adklhorn Road, 
Witham, Esses CMS 2XZ. (Tel. 
03-76-51 1278). 

AUSTRALIAN PENPAL: My 

nama is Glen Ivay end I am an 
1 6-year-old Atari user with eoOXL 
1050 disk drive. trjSO Duplicator, 
30P BPS Modem. 1,010 lape ruCOr- 
der and disks. I am interested irt 
any sport or athletic leisure so ir 
you own a disk drive and speak 
English, you can write- in English 
From anywhere in the world- Write 
to: Glen Ivey. 630 Hamilton RoerJ, 
W. Chermside 4032. Brisbane, 
Queensland. AUSTRALIA. 

PRINTER HELP'PENPALS: 

Helpl 1 Can I connect an 8056 ther- 
mal printer to my XL 0 11 so. how? 
Any advice welcome I would also 
like to conlacl 6-Brt tape and disk- 
based users around the world I 
am inlo Phil Collins, Tolkien. 
James Herbert and Tom Clancy. 
Grab your pens or printers and 
write lo: Steven Wilds, c'Paye&as 
30. 07460 Pollensa. Mallorca, 
SPAIN. All letters answered! 

WANTED!!: Aiari ST viruses 
iBoolsaelor or link type) Tor dissec- 
tion & research. Also requrred. 
American contacts into GFA Bas*C 
programming and.'or role-playing 
games!! Please wrile to: Mfce Mee, 
Anncolt', Hylas Lane, Rhuddlan, 
Clwyd LLia 5 AG. {It any virus kil- 
ler aulhors want to swap hints, 
aic, - get m touch pleasei 1 ). 



3- BIT CONTACTS: I am look 
ing lor reliable B-bit enthusiasts lo 
exchange programming ideas 
(machine code or BASIC, etc). I 
would especially like to hear from 
any XL'XE owners or a user group 
in the ManslieW area. All letters 
Will be ancwered. Please enclose a 
S.A.E. Wrila to Sieve at 1 12. Beck 
Crescent. Menslietd, Notts NG19 
6SW 

HELP!!: Anyone out there got 
Submarine Commander or Power- 
Slar-Pendora AdV, {both on car- 
tridge;., pJus any Siralegy'R PG.' 
adventures? Tel: 0743-24909^ 
(Shrewsbury). 

ST PENPALS: Contacts wan- 
ted, all letters answered. Write to: 
Sigur-Dur G Gunnersson, Eskihlid 
i 550 Sau Darkroki, kC ELAND 

XLKE DISK-BASEO 
USERS: l would like to gei in 
1ouch wilh any disk-based Aiari 
users 10 swap tips, etc Write now 
to: D. Moore 6 Tha Almonds. 
Bearsled. Maidslona. Kent ME1 4 
iLG. 

S-BIT PENPALS: Warned any 
Where. 1 have an 800XL. XC12 
and some software, l like ell types 
o1 games. Write to: Urlan 
Mehmaed. 108. London Road. 
Redhil, Surrey RH1 2JU, England. 

XL USERS: I have an BOOXL 
gnd 1050 disk drive. I would like to 
swap hints, tips and programming 
ideas with anyone - anywhere. All 
letters answered. Wrile to: Colin, 
1 1 South Crescenl, East Oene. 
Rolherham. SfiS 2XB 

fi-BIT USERS: Does anyur-o 
know of a word processing prog- 
ram for tie BOOXL which will drive 
an EPSON-lype printer (connected 
using an 850 interlace? so thai I 
don't have lo worry about inserting 
various control code sequences 
whe^ I'm typing n lex|'- : I have -tad 
problems using a Tandy LP7 prin- 
ler with my Atari. Wrila to: Rick 
Yuan. Dept General Education. 
Soulh Australian Institute o1 Tech 
noiogy. North Terrace, Adelaide. 
SA 50QO, AUSTRALIA, 



IMPORTANT ANNOUNCEMENT! 

CONTACT is now getting out at hand. In future ail 
notices will be limited to 

35 WORDS MAXIMUM 

(50 words allowed on PENPALS) 
Any notice exceeding this limit WILL NOT APPEAR. 
CONTACT takes a long time to prepare and we do 
not have time to adit entries so make sure you stick 
to the limit otherwise it will go straight in the bin 
{ really! ). It yog have already sent a notice which 
you feel might be too long please resubmit it mak- 
ing sure that you identify as a replacement. 
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CONTACT is FREE of chor#e «ind mny h* used by any genuine Atari rathusicisl 
for contacting other owner*- Any notice may be included except those offering 
software only for sale or exchange or thost offering ilt;nis U>r xu It commerc ial 
ly The Editor reserves the right to omit any notice received at his discretion. 
Send your CONTACT notice to CONTACT, rAGF.fr, r.O, Box -14, Stafford, ST 16 
1 1)11. pilose write your notice on a separate sheet of paper, not as part of a 
letter, ^^^^^ 



ESCAPE FROM THE 
PLANET OF THE 
ROBOT MONSTERS 

from Domark- how do 
they expect magazines to 
fit that into their little 
review boxes! 
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CYEERBA1 

- massive Doman 
robots play 
American Football 





X - a simultaneous 
coin-op and computer de- 
velopment 



STARFLICHT 

- a massive 
interplanetary 
simulation from 
Electronic Arts 
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ROLE-PLAYING 



HILLSFAR! 




Another eagerly awaited game from 
the powerful TSR/SSI team. Lets 
of excellent graphics, on-screen 
maps, five arcade sequences, joystick 
driven (although I prefer the cursor keys 
in some of the arcade sequences), choice 
of character class, multiple sub-quests - 
Iols of fun, taut not a lot of depth. 
You choose to be a fighter, thief, magic- 
user or cleric (or combination - if you are 
of a suitable race}, then set off from your 
campsite to seek adventures in the city of 
Hillsfar, You only get to play one charac- 
ter at a time, but if you get stuck you can 
save that character and start a new one - 
each class has three quests to complete, 
so you can have four different games 
running at once. 

A full screen map of the countryside 
allows you to select your route to Hillsfar 
- there is only one, but once you get to 
Hillsfar you can choose other routes to 
exotic locations such as the Wizard's 
Labyrinth and the Dead Dragon. The firs I 
arcade sequence is the ride to Hillsfar - 
you must control the speed of your horse 
and leap all the obstacles along the way- 
you may be able to buy a better horse at 
the Trading Post later if you don't like 
this one! 

First you must enter Hillsfar and locate 
your guild in order to get your first quest, 
Hillsfar is shown as an on -screen map, 
with nearly all places of interest already 
marked in die accompanying booklet. 
Once you have found your guild, the 





Title: HILLSFAR 

Publisher: TSR/SSI 

Price: £24.99 

Reviewer. John Sweeney 



Guild Master will 
set you a little 
task. Each quest 
requires you to 
visit between 6 
and 16 locations 
to gather informa- 
tion and work out 
where to go next. 
You will have to 
visit the various 
pubs and shops 
(all menu driven) 
and choose the 
right actions, or 
prove yourself in 
the arena (quar- 
ter-staff fighting - arcade- style - with a 
variety of opponents - listen in the pubs 
for hints on how to beat each one!) or the 
archery range [another arcade game with 
various moving targets - how come when 
vou get a perfect score you still don't 
win? - have a long chat with a store- 
keeper!), or break into various places 
when they are closed [N.B, the interior of 
a location is COMPLETELY different de- 
pending on whether it is during opening 
houTS or not), or search the various loca- 
tions outside the city. 
Each journey outside the city involves 
you in horse-riding - some of the routes 
have some nasty obstacles (helps if you 
have found a blasting rod!), plus low- 
flying birds and snipers" arrows to avoidt 
Once you reach the Ruins, Hermit's 

Place, Shipwreck or whatever you 
enter another arcade game. All 
these locations are similar in style, 
as are die interiors of all the city 
locations you break into. You get 
an overhead view of a Gauntlet- 
style game, with a limited time to 
rush around, opening chests to 
find your nevl clue or a little gold, 
avoiding guards and locating the 
exit. 

The fifth arcade sequence is Lock- 
Picking - necessary on certain 
buildings and most, chests. You are 
presented with a lock with 3 to 8 
tumblers, and musl pick the right 
end of the right lockpick for each tumb 
ler. often in a very short time! If you are a 
1 ttlef you get a set of 1 0 double-ended 
picks, otherwise you have to hire an NPC 
in the city to help you. Even without 
picks you can still get in using Knock 
Flings, Chimes of Opening, or just Brute 
Strength but be careful you don't set off 



a trap! 

You don't need to draw maps or make 
many notes, just the hints you pick up, 
plus details of how the enemy fight in the 
arena. You don't even need to remember 
what you are doing in your current quest 
- the com pi iter will remind vol: \ \ you 
press R! IS, P, Esc, E, F and Z all do 
useful things in various circumstances - 
make sure you check the manual!). 
The only real criticisms are that there is 
no WAIT command, and that occasionally 
you have to do things (e.g. CHARM BAR- 
MAID) which last time you tried them 
sent you to the arena, but are now the 
right thing to do! 

There is lots of local colour - sit in the 
pub and you may be told " You look into 
the ale of t he person next to you and 
notice a dead rodent in the bottom of the 
glass! ' - and it is easy and fun to play. If 
you want something sophisticated save 
up your pennies for Ultima V, but as an 
inLroduction to fun computerised D&D 
you 11 find it hard to beatl 



# GAMEPLAY - Weli implemented 
Arcade-style D&D 

# GRAPHICS Excellent 

% SOUND - Lots of nice sounds 

m VERDICT - Great beginner's 
stuff. Fun for everyone* Don't ex- 
pect too much depth and you 
won't be disappointed. Good 
value for money 
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SOFTWARE 




BIRMINGHAM 

21 2-21 3, Broad Street 
Birmingham 
B1 5 2JP 
Tel: 021 643 9100 

PLYMOUTH 

9 9 Exeter Street 
The Viaduct 
Plymouth 
PL4 9AQ 
Tel: 0752 265276 

AMD HOW IH C0VEHTRY! 

Telephone our Birmingham shop for details 



THE ATARI SPECIALISTS 



CLIP ART 
COLLECTION 3 

NOW AVAILABLE 




You already know how good 
the PAGE 6 Clip Art Collec- 
tions are. Do we need to say 
any more except that Collec- 
tion 3 is available now and 
comprises FOUR DOUBLE 
SIDED DISKS for the same 
price of £10 





XT 



This collection has many more LARGE scanned im- 
ages and well as many useful smaller clips. Hun- 
dreds of images for use in Fleet Street, Publishing 
Partner, Calamus, 1st Word Plus etc. 

IMG converter included - clips are in TINY format to 
save disk space, but now you can convert directly to 
IMG or DEGAS with the utilities included 

PAGE 6, P.O. BOX 54, STAFFORD, ST161DR 

Pay by cheque postal order, Access or Visa 
Credit card orders accepted on 0785 213923 
or by FAX on 0765 54355 
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BOOKS 



STOS GAMES 




MANUAL 



Despite the claim's of many re 
viewers, and indeed Mandarin 
themselves the main criticism of 
STOS is that the package does not teach 
die basics of games programming. This is 
perhaps the only point In which STOS 
loses out to dedicated games writers like 
The Shoot -Em-Up Construction Kit and 
STAC. Not any more though because 
Stephen Hill (author of the original STOS 
manual) has written a hook entitled The 
Game Maker s Manual - Atari ST and 
STOS Basic 

The book is a portly 282 pages, contain- 
ing eleven chapters suitable for STOS 
users from beginners to Assembly Lan 
guage programmers. The structure of the 
book Is laid out in such a way that total 
beginners will enjoy reading from the 
very first page and people who already 
have some knowledge of software crea- 
tion can start from Chapter seven where 
some of the more advanced techniques 
are discussed. 

The first chapter introduces new prog- 
rammers to established programming 
techniques such as pseudo-code, modu- 
lar construction and optimization by dis- 
secting the popular PD Asteroids variant 
- Megaroids. Stephen uses possible cri- 
ticisms of Megarolds to construct a game 
called 'Pathfinder' which could easily be 
Implemented In STOS. One of the more 
interesting points in this chapter is the 
fact that details about memory usage in 
STOS are revealed, so no longer do you 
have to guess how much room a sprite or 
an array is going to consume, you can 
work it out! 



THE GAME MAKER'S MANUAL 

ATARI ST AND STOS BASIC 

by Stephen Hill 

Published by Sigma Press 

Price £11.95 

ISBN 1-85050-158-4 



At die start of Chapter Two 
things get really interest- 
ing, from here specific 
game types are examined 
In depth. Chapter Two Is all 
about Space invaders, 
Chapter Three covers 
breakout. Chapter Four is simulations. 
Chapter Five features role playing games 
and Chapter Six is all about adventures, 
t don't want to ruin the book for all you 
prospective readers so I will not reveal 
much about the content in these parts, 
but each Chapter contains a brief history 
of the game type under discussion, and 
Chapters Two and Three contain detailed 
breakdowns of Zoltar and Orbit, so you 
can all see how brilliant Francois Lionet s 
programming techniques arc! 
Chapter Seven starts to deal with more 
advanced topics by uflering a thirty page 
introduction to drawing 3D wire frame 
graphics. Some of the things contained In 
rhis chapter are very advanced and I 
must admit to getting a bit lost amongst 
some of the listings, but then as Stephen 
rightly says- 'Thankfully you don t really 
need to understand any of these equa- 
tions in order to use them in your own 
programs." 

Chapter Bight takes a look at all of the 
different ways that animation can be 
achieved using STOS, colour cycling, 
screen flipping etc. Although the other 
chapters all contain sample listings this 
is the first In which there are lots of 
examples which can be entered in under 
a minute each, so you can have some 
real fun without having to work too hard! 

For those of you with the STOS Maestro 
cartridge Chapter Nine contains some in- 
teresting new things for you to do with 
your sampler. If you have ever wanted to 
produce alien speech (Captain Blood 
style} then check out this book. 

The penultimate chapter is all about 
scrolling and shows how to use those 




incredibly awkward "Scroll" commands 
with much more finesse than you ever 
thoughl possible. Also in this chapter is a 
breakdown (and a bit of a re write) of the 
STOS map editor, included are routines 
to speed up the plotting of the maps to 
near Instantaneous speeds and code to 
demonstrate scrolling maps. 
The final chapter (what else could be 
squeezed into this book?) is for really 
advanced users who wish to add their 
own commands to STOS It contains 
essential information on the construction 
of extensions for both the STOS interpre- 
ter and compiler. Also revealed here are 
facts about 'undocumented features' in 
STOS (bugs to you and me!) that could 
restrict the potential extension writer, 
This book is really fabulous. Stephen s 
writing style throughout is interesting 
and witty and. perhaps more important- 
ly, he does not ramble on about one 
thing for too long. Although not a re 
placement for the STOS manual The 
Game Maker s Manual supplements it 
-u|it'rhly. it's just a shame that Mandarin 
did not have the foresight to include in 
ihe original manual information similar 
to that contained in tills book. 
My only real criticism is that the book is 
not ring bound, this makes typing in the 
listings a real one-handed headache. If 
anybody at Sigma Press is reading this 
perhaps they could rectify this fault for 
the second edition? 

Reviewed by 
Peter Hickman 
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Sixteen Bit Superdeals from the Sixteen Bit Specialists! 

CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier. 
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520STE Power Pack 
£359.00 

Inc. VAT and Next Day Delivery 
Power Pack includes: 

* 520STE 51 2K Keyboard with Built-in 1 Megabyte disk drive and TV 
Modulator 

4096 Colour Palette 
6 Channel digital stereo sound 
4 Joystick Ports 

Over £550 worth of games software, including OutRun, Gauntlet 2. 
R-Type, Space Harrier, Super HangOn and 16 more Top Games 
+ Organiser Business Software including WORDPROCESSOR. 
SPREADSHEET and DATABASE 

* First BASIC and First Music Utility Software 

* FREE JOYSTICK AND FREE MOUSE MAT WORTH £4.95 

* All leads, manuals PLUS MOUSE and free mains plug! 



REMEMBER! Many ST' 5 do no| come with BASIC 
BASIC REV D by Melacomco 



ours come with SI 



520STE Explorer Pack 
£279-00 
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* Explorer Pack includes 520STE 512K Keyboard with 
Duill-in 1 Megabyte Disk Drive and TV Modulator 

#1 FREE Game. ST Tutorial and METACOMGO Basic worth £25.00, 

* All leads. Manuals PLUS MOUSE and FREE Mains Plug! 

* Free mouse mat worth £4.35. 



1Q40STE BUSINESS PACK 
£479.00 

* Includes ihe new 1 rnegabye 1040STE keyooard pigs FIRST WORD 

word process ng so*lware, SUPERBASE PERSONAL Dala&asa Software and 
NEOCHHOME grapfiics package. Also includes Metacomco BASIC, Mouse 
Pad, all Leads. Manuals and Mouse. 

1 1Q40STE Keyboard withoul software £439.00 



MEGA 1 BUSINESS Pack 

£529.00 

Features; 

+ Separate Keyboard and System Unit 

* Inc. all software supplied with t040 STE Business Pack 

* Slitter chip installed for faster graphics 

Inc SM124 Mono Monitor £628.00 



ACCESSORIES 



C-jickshot II Tur-fco Joystick £9.95 

Competition Pro 500Q Joystick £13.95 

Competition P f o with Autofire £i4.95 

Konijf Speeding Joystick £11.95 

Red Mouse Mat with Amiga logo £5.95 
Plain blue Mouse Mai £4.95 



Branded Memore* 3 5" OSDD Disks 

Bo* of 10 E 13.95 

Memorax Disk Box 

For 40 3.5" Disks £8.95 

A r- ng a 1/2 Meg h *pansio n ...£119.95 
Control Cenire Atari or Amiga .£44 95 



Contnver Amiga and ST Mouse with FREE Holder and Mouse Pad £20,95 



PRINTERS 

Star LC24-1Q. 24pir> ind. lead ST/Amiga £249.00 

Siar LC1O including interface lead far ST /Amiga £169.00 

Slar LC10 colour including interlace lead lor ST/Amiga £219,00 

Citizen 120D including interface lead for ST/Amiga £159.00 

SEJKOSHA 80 COLUMN PRINTERS - AMAZING PRICES 
Seikosha 9 pm NLO including interlace lead tor ST. 'Amiga £139.00 

Seikosha ?* pm LQ including interface lead for ST/Amiga £239.00 



AMIGA ASOO 
BAT GAMES PACK 

£399.00 

Inc. VAT and Next Day Delivery 
BAT Games Pack includes: 



* Amiga A500 51 2K Keyboard with Built-in 1 Megabyte disk drive. 

+ Free TV modulalor worth £24 99 allowing you to use the Amiga with 
a normal TV. 

* DELUXE PAINT II GRAPHICS PACKAGE. 

+ PHOTON PAINT II graphics package wilh animal ion worth £70.00. 

* FREE, only-just-released BATMAN - THE MOVIE games software, 

* NEW ZEALAND STORY arcade games software, 

* F16-INTERCEPTOR - amazing 30 flight simulator software 

* A lurther £230 worth ol Games Software, including BUGGY BOY, 
MERCENARY, BARBARIAN. WIZBALL & six more games. 

* FREE JOYSTICK, MOUSE MAT AND 1 0 BLANK DISKS. 

* Amiga BASIC, Amiga EXTRAS 1 3, Workbench 1.3 PLUS (he 
Amiga Step by Step Tutorial. 

* AH leads, manuals PLUS MOUSE and mains plug! 



AMIGA 1 MEG 
BAT GAME PACK 

£529.00 



1 Meg Bat Games Pack includes: 

+ Fitted 1 Megabyte Memory Expansion + Real Time Clock Card 
+ Everything listed for the ASOO Bat Game Pack 
+ DRAGON'S LAIR ' MEG MEG A GAME 1 



AMIGA ASOO 
CLASS OF THE 1990 S 
BUSINESS + EDUCATIONAL PACK 

£549.00 

FEATURES: 

* Amiga A500 + TV Modulalor 



* Midi Interface + Software 

* Kind Words II word processor 

* Page Setter OTP 

* Super Base Personal 
Database 



+ Maxiplan 500 Spreadsheet 

* Amiga I cgc 3BC Emulate'. 
Deluxe Paint II 

* Mouse mat 10 blank disks 
and disk wallet 
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EXTERNAL DISK DRIVES 

Atari SF314 1 Megabyte £139.00 

Amiga A1 010 1 Megabyte £109.00 

Curnana 1 Megabyte Atari or Amiga £89.95 

NEC 1 Megabyte Alan or Amiga £79.95 

Atari Megalile 30 Hard Disk £439. DO 

New! Commodore A590 20 meg hard disk £369.00 

A590 Hard Disk ► Memory Upgrade installed Phone 



MONITORS 

Commodore Amiga A 1084 colour Monitor inc lead ...£229.00 

Atari SC1224 Colour Monitor inc lead £259.00 

Atari SM124 Mono Monitor including lead £119.00 

Philips CM8833 stereo colour monitor inc. lead lor ST or Amiga £259.00 



CREDIT CARD ORDERLINE - 0908 378008 (Mon - Sat 9am - 6pm} 
To ordar alt her call tha ordarlln* abov* with your Cradtt Card detail* OR maka a chaque or P.O. payable to; 
Digicom Computer ftarvkoi «nd Mrtd It with your ordsr to tha iddnii fan low, Calls rt mr* alto moat WOloom* at tha iddr«p*i nalew. 

DIGICOM 

Unit 36, Wharfstde, Fanny Stratford, MILTON KEYNES, MK2 2AZ. 

^ Ait prices include VAT artf dsdvery by courier 
rVftttisn detaifs on request APR 34.5% Variable. 




Paul Rixon's 




WORLD 



A WANDER 
THROUGH 
DEMOLAND 



Hello, and welcome to a new regu 
lar feature of the magazine 
dedicated to Public Do- 
main software on the ST. Each 
issue I intend to focus on a parti- 
cular topic and present a round 
up and, where applicable, detailed 
reviews of the related programs 
available from the extensive PAGE 
6 library (and maybe elsewherel). 
There are currently almost 300 
disks in the library with subjects 
as far ranging as programming 
languages, arcade games, art 
programs and desk accessories 
and I have already Identified 
enough categories to take us up to 
issue 755! I d be interested to hear, 
however, what you would like to 
read in these pages. If you want to 
suggest a topic for discussion, re- 
commend a particular program or have 
any comments ai all relating to the Pub- 
lic Domain then please do drop me a line 
(via the PAGE 6 address). Don't forget to 
enclose a stamp if you would like a per 
sonal reply and please note that I CANT 
supply you with the software - see the 
end of this article for details of how you 
can obtain the disks from the PAGE 6 
Accessory Shop, 

START THE BALL 
ROLLING 

To launch the proverbial ball on its 
meandering voyage I've been sifting 
through the library disks and sorting out 
those programs belonging to not only the 
largest and most exciting category of un- 
copyrighLed software, but thai which 



must surely convince anyone who hasn't 
yet experienced the Public Domain to 
thLnk again and join in the fun. I'm refer- 
ring, of course /to demonstrations, which 
have evolved from spectacular begin- 
nings to an almost unbelievable height of 
quality and yet still are getting better! 
There are literally hundreds of demos in 
the Public Domain and they fall roughjy 
into three main areas. Commercial soft- 
ware and sampled music demos will be 
covered in future articles, so that leaves 
the huge range of specialised graphics 
and sound demos, specifically designed 
to impress and amaze onlookers with the 
immense power of the ST. 




Steelyboink Incredible bouncing balls 

MORE BALLS! 

Despite the increasingly sophisticated 
demos arriving regularly from the Conti- 
nent, there are many programs bom in 
the early days of the ST that remain as 
satisfying to watch now as they were all 
those years ago. COLOUR DEMOS, one 
of the first disks added to the lihrary. 
contains a wide range of early work, In- 
cluding the famous Doink' demo - a 
bouncing, spinning, chequered ball cast- 
ing a shadow on a grid in the back- 
ground. If you have a mono monitor, 
check out SILVER BALL for a great baU 
demo guaranteed to astound your friends 
(or at least, those who don't own an ST1). 
II you enjoy this sort of thing, STEELY- 
BOINK is quite impressive with half a 
dozen bubbles swirling around in a box 
and reflecting the surrounding messages. 
BALL ft BIRD DEMOS features a glass 
marble bouncing on a mirrored surface 



with superb shading, and also Includes a 
magnificent animated demo of a bird 
flying past a coastal landscape. You 
won t believe how realistic it is! If your 
head is spinning after all this, try coming 
down to earth with THE SNOWMAN is a 
stunning and enehanting sequence tell- 
ing tkie delightful story with some bril- 
liant digitised pictures and Walking In 
The Air' music- captured using Mierode 
al s ST Replay system. In my opinion. It's 
one of the most professional looking 
demos there is. 

MINE'S BETTER 
THAN YOURS! 

Several groups around the world 
are continuously striving to out -do 
each other and produce the 'ulti- 
mate' ST demo. Probably most re- 
vered of all the recent demos is 
THE UmON DEMO which Is a re- 
markable achievement by the best 
I of Europe's talented hackers. It 
won't run on a 520STE but will, 
with a few glitches, run on a 
1040STE and on every other ST 
made so far. It comprises ten fabu- 
I lous demos with crazy scrolls, ex- 
cellent digitised music and even a 
copy routine enabling you to dupli- 
cate the disk - with non-stop music 
throughout! Then there's the 
amazing CAREBEARS CUDDLY DEMO, 
which improves on many of the ideas 
used in THE UNION DEMO with fancy 
scrolls, great music and the best 
graphics around. Also from the Carebe- 
ars is THE WHATTAHECK DEMO, a 
masterpiece of sight and sound that will 
surely take some beating. 

AND THE MUSIC IS 
REALLY GREAT! 

If you enjoy listening to tunes from the 
too ST games there are over four and a 
half hows worth in the amazing B,LG. 
SCROLLER plus, of course, some really 
stunning psychedelic graphics, scrollers 
and more digitised music. Another good 
one is THE LOST BOYS DBF DEMO from 
this country which has she different 



58 



43 - New Atari Utef 



demos combined into one, including 
some great interactive sprite manipula- 
tion. All these demos are becoming ever 
more complex and I would love Lo dedi- 
cate more space to these incredible feats 
of software engineering in a future issue. 

A FEW SURPRISES 

Things aren't always what they seem. 
Take the omega DEMO, for example. 
This was described as a 'pretty standard 
graphics demo' and at first, this did seem 
a reasonable assessment. However , the 
Swedish creators had incorporated an 
unexpected bonus - which was so well 
hidden that it slipped past many people 
unnoticed! I lit the reset button during 
the 'melting chrome' graphics display 
and some peculiar things begin to occur 
... a strange picture ... bombs ... but wait! 
They move! ... mid finally, (he main 
screen for another of those great scrolling 
message demos. 'Ibere's musical accom- 
paniment from sixtyfour tunes and the 
opportunity to select from seven different 
demos fusing the cursor keys with Help 
and Undo), One of these features what 
must be one of t he tallest scrollers ever. 
There's even a two- player game which Is 
very similar to Atari's Nucleus on the 
8-bit. Some standard' demof 

There are quite possibly many more sur- 
prises lurking undiscovered amongst the 
library disks and it's always a good idea 
to try pressing every key before deciding 
youVe seen and heard it all. Reset traps 
are quite common (try the TEX DEMOS 
and THE ULTIMATE DEMO for example] 
but also check the function keys and 
cursor keys - in fact any key you can 
think ofl You may well stumble on the 
unexpected and, if so, why not write in 
and share your knowledge with everyone! 

E FOR EXCEPT? 

If you've recently bought a new ST the 
chances are that you opened up the box 
to find a mysterious 'E' where the 'FM" 
used to be. Atari's enhanced machines 
boast 40&6 colours, stereo sound k plug- 
in memory boards and a built-in bhtter - 
not to mention the latest revision of TOS. 
Great stuff in theory, but unfortunately 
TOS 1.6 introduces something of a com- 
patibility nightmare! Many commercial 
games have been giving problems and 
some Public Domain software has been 
similarly affected. A few programs will 
not work at all, and others - such as THE 
ULTIMATE DEMO will run but do not 
operate correctly. The affected disks are 
marked up on the latest Accessory Shop 
leaflets so if you have an STE check care- 
fully before making your selection. Also, 
if you haven't yet picked up Atari's patch 
for the medium resolution bug then bear 
in mind that some disks may not boot up 
in the way they were intended- 
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THE SNOWMAN 
the perfect combination of 
sound and graphics ■ 
beautiful pictures and an 
excellent sampled tune 
make this one of the most 
interesting demos around 



Enough of the depressing 
news, now for the good 
stuffil Joining the library 
this issue is THE STE 
DEMO which will definitely 
have no problems running 
on the STEf The machine is 
equipped with an S-bit pulse 
code modulation stereo 
sound system and this first 
demo, I'm sure one of many, 
combines graphics with an 
excellent example of its iise. 
Of course you'll need to 
hook up some twin speakers 
to achieve the desired effect. 
If you have a Philips CM8S33 monitor 
then a suitable stereo SCART lead (not 
the standard type supplied by many 
dealers) will do the trick nicely. Other- 
wise, you'll have to run some phono 
leads from the STK's output ports to your 
hi-fi. Then, pump up the volume, and 
listen to possibly the best music yet ema 
natlng from an Atari micro! 

A REAL STUNNER! 

I said earlier that 1 wouldn't mention any 
commercial games demos but I have just 
loaded one of the new disks in the libra ry 
and 1 simply can t believe how good it is! 
SPACE ACE Is an advertisement for a 
game written by Don Bluth and pub- 
lished by Ready soft inc. of Canada. It has 
already caused quite a stir on the Amiga 
(the what?) and is evidently now lined up 
for release on the ST. I have to say that it 
contains the most incredible animated 
cartoon sequence that I have ever seen 
on a personal computer! Not only arc the 




SPACE ACE - Uie most impressive demo of alt? 



graphics almost indistinguishable from a 
real televised cartoon > they're accompa- 
nied by a great digitised sound track de- 
scribing the hero Space Ace, "defender of 
justice, truth and man of Earth" and his 
valiant quest to rid the Earth of the Evil 
Commander Wart. 1 understand the re- 
tail price for this game may be something 
like £45 but. if the demo is a realistic 
representation then It must be worth 
every penny. Why not try the SPACE ACE 
demo and see for yourself) 

WHAT A CHOICE! 

That's it, I'm out of space! There are lots 
of great demos that I haven't had room to 
mention so they will have to wait for a 
future column. I hope you have enjoyed 
reading this article as much as I have 
enjoyed exploring the PAGK 6 library 
and, if SO, I will be back next issue to 
discuss a completely different subject (I 
haven't decided which one yett). Don't 
forget to write with your suggestions! • 



HOW TO GET THEM 



All ot the disks referred to in this tullcfeam umilKbfe from the PAGE 6 PC library. Each has a unique reference 
number which yov thouid US* when Ord*rin$ Or enquiring aboul She software. Please contact PAGE $ ll you 
ddn'f have, a COpy Of their AccVSscry Shop leaflets and check the system requirements for each disff, TtVP 
programs mferred to in this article are- 



ST2 - COL OUR DEMOS ST249 

STW - BALL & BfRD DEMOS ST251 

ST47 - TEX DEMOS 5 T252 

ST90 - BJ.G. SCROLLER STS7 - 

STW2 - THE UNION DEMO STS15 

ST1 75 - THE LOST BO YS DBF DEMO STS27 

ST19S - THE WHA TTAHECK DEMO STS37 
ST204 - THE CAREBEARS CUDDLY DEMO 



ATARi STE DEMO 

■ THE ULTIMATE DEMO 

■ SPACE ACE 
STEEL YSOINK 

■ SILVER BALL 

- THE SNOWMAN 

- OMEGA DEMO. 



Prices are £2.95 each dish or £2.50 each for 10 or more. Write to PAGE 6, P. 0. BOX 54, Stafford. STtG iDR. 
Telephone QT$5 2 1 3929 or FAX Q?B5 54355 with credit card orders. 
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GAMES GALORE 



Over the past few months many 
software companies have re- 
leased compilations, hoping to 
squeeze more money out of the public by 
flogging off what would previously have 
been considered dead' titles. Gaines Ga- 
lore is different though, it contains four 
brand new games, but can it survive in 
trie tough world of the compilation? 
Hie pack contains two single sided 
disks, each one holding two games. Trie 
first game of the pack is SKYSTRIKE, a 
horizontal/vertical shoot em up set In 
WWII. This game is an eight level version 
of Skystrike Plus which was reviewed In 
Issue 4 I s STOS column, and if you have 
read that then you will know how In- 
furiatingly addictive this game Is. The 
concept is so simple all you have to do is 
pilot an old spitfire around a flip screen 
landscape and complete each mission 
that you are assigned tu, these range 
from shooting down enemy aircraft and 
going on bombing runs to doing low level 
swoops under a bridge. Your aircraft is 
viewed from the side and is extremely 
manoeuverable with it's nine different 
throttle settings and strange (but useful) 
control method. If you are shot down by 
the enemy you have no alternative but to 
bail out, and it can be quite interesting 
trying this at different heights just to see 
how low you can go without going SPLAT! 
The game includes extra weapons and 
lots of other little features that I'm not 
going to tell you about because It will 
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spoil the fun. 
On that same 
disk is YOMO 
which comes from 
the same stable 
as Skystrike and 
is described as an 
arcade wargame. 
Set in a future 
controlled by 
tyrannical robot 
brains Yomo Is 
similar in many 
ways to Skystrike 
but adds a strate- 
gic element with a 
very intelligent 
computer opponent. The Idea behind the 
game is to destroy the TDK f tyrannical 
brain Robots) bases on Earth, the Moon 
and Mars by dropping marker flags be- 
hind enemy lines and calling in bombers, 
tanks and demolition squads, whilst 
trying to complete a sub- mission that is 
given to you at the beginning of the level. 
This could range from collecting lost nuc 
lear bombs (and these robots arc sup- 
posed to be intelligent]) to rescuing hos 
tages. You have a choice of different 
ships, a grub which is a slow bombing/ 
paratroop assault vehicle and also dou- 
bles as a Star Wars type walker at the 
press of a button, and there is the silver- 
fish which is incredibly fast, can carry 
eight heat seeking missiles but is almost 
Impossible to land in a confined space. 
Like Skystrike, Yomo allows extra 
weapons to be collected such as a 
nuclear bomb, extra missiles, 
turbo speed and greater firepower. 
Each one brings a new element of 
strategy into the game as the 
choice between weapons can some- 
times be a curse during hectic 
attack /bombing runs. This game 
takes a while to get into but once 
you do you are going to love Yomo, 
it's like a cross between Defender, 
Choplifter and Capture l^he Rag. 
On the second disk Is a vertical 
scrolling game called SKATE- 
TRIBE, this little gem is centred 
around getting a little (well quite large 
actually! Skateboader through nine levels 
to reach an ou tpost with which com- 
munication has been lost The screen 
scrolls from bottom to top and is quite 
smooth, all of the graphics are very large 
and give the game a very impressive feel 
but the overwhelniing feature of this 



game (apart from It's playabillty) is the 
high quality of the music it contains, 
twenty five tunes each of which fits per- 
fectly with it's associated level from racy 
hard hitting beats during the game to 
charming ditty's when bonus points are 
awarded. As you work your way through 
the levels enhancements are added to 
your skateboard which give it turbo 
speed, high-tensile base plates and other 
such unusual accessories. This is a real- 
ly nice game and includes the best 
graphics on this compilation but is a bit 
hard for this humble reviewer. I'm going 
to have to practice at this one! 
The last game on Games Galore Is called 
Mouthtrap and is so simple even my 
mum and eight year old cousin wanted to 
play it. The documentation gives the 
usual atrociously silly story about a giant 
mouth being let loose in the largest food 
store in the land but don't let this fool 
you Into thinking that Mouthtrap is a 
Pacman clone. You control a mouth that 
has to go around munching up fruit (not 
in a mazdt) whilst avoiding the germs 
that patrol each screen, the backdrop 
changes for every level as do the fruit, so 
you find yourself munching things as di- 
verse as cherries and milk cartons. Now 
this may sound like Pacman to you but 
it's not. The mouth you control moves 
with momentum so when you release the 
joystick it does not stop straight away 
and. as if that was not enough, the 
mouth also moves slightly from side to 
side in a very errauc manner so gaining 
full control over it would be worth a 
Nobel prize for sheer brilliance. There are 
loads of other features such as the man- 
datory bonuses like a big POW symbol 
which makes your mouth grow and 
allows you to eat the germs, and an apple 
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that appears occasionally which is used 
lo build up an extra life. This game is one 
the whole family will enjoy {mine didf) 
without becoming bored or too frus- 
trated. Richard Vanner of Mandarin Soft- 
ware has managed to get a massive 2.7 
million point high score, see if you can 
beat that (I couldn'tj. 
If you have not already guessed I was 
interested in reviewing this compilation 
because all of the games were written in 
STOS, but believe me if they did not 
advertise that fact you would be none the 
wiser. Each game within this compilation 
contains that certain something that 
seems to be missing from 99*% of sixteen 
bit games at the moment, I cannot quite 
put my finger on what it is perhaps it's 
playability, or perhaps it's the fact that 
all of these games are actually fun to play 
and don't demand too much from your 
trigger linger (great for everybody suffer- 
ing from joy sticki tus, or who, like me h 
suffer from H flre button finger' after a five 
hour Xenon II session). 
As a bonus Mandarin have included a 
new STOS extension with these games 
eallcd STOS Squasher, this allows users 
to compact (and decompact) any type of 
memory bank from within STOS thus 
saving disk space on any programs you 
may write, it Lakes a while to compact 
things but decompaction is almost In- 
stantaneous. As if that was not enough 
on side two of the disks (accessible by 
double sided drives only) is the source 
eodc for the games so you can see how 
they work, you can also change the 
graphics to suit your own tastes „ or use 
the existing graphics and music from 
within your own programs, 
To sum up 1 would recommend you buy 
this compilation even if you do not own 
STOS, the games on it arc really fun to 
play and offer good value for money when 
you consider that it works out to about 
live pounds for each program. 

4 SOUND - all the games have 
some really nice music, tlie test 
being present on Skate tribe. 
Sound effects are ok, with some 
of the games using pretty clear 
samples. 

% GRAPHICS - the graphics on 
Skystrike are a bit jlickeru hut 
well drawn. All of the other 
games contain the standard of 
colourful graphics that are expec- 
ted of all present day software 
releases. 

• GAMEPLAY - the most outstand- 
ing point of this compilation is 
that you (and the rest of your 
family) will still he playing the 
games long into J 990. 

• VERDICT - if Mandarin keeps re- 
leasing products as good as this 
they will never get a bad review. 



SPORTING 
TRIANGLES 

You don't have to be Emlyn Hughes 
to have a go at a television quiz game 
John Barnsley tests his knowledge 

This 1ft the computer game based upon Central Television's quiz game of 
the same name. As with the television programme, three pLayers compete 
with each other (or the computer) In seven rounds of sport -orientated 
questions, each contestant specialising in one particular sport - and the 
program kits out the player in the appropriate gear! 

Yon Initially select one of twelve different sporting categories as your 
specialist subject and you are given the option to set any length of time 
limit for the answers, There are seven different rounds and these are in line 
with the television show. The first two rounds are standard question 
rounds, with each player receiving a single question in any of the three 
players specialist subjects [or general sporting knowledge). 

Two points are awarded for a correct answer - but the strange thing about 
this game is that you are not given the option to type In the answer but 
find the answer displayed on the screen and are asked if it Is right or wrong! 
This obviously makes it very easy to cheat and win every time - so what's 
the point? Well ft Is only a game and good fun nonetheless! 

The next round Is Hit For Six where the player has six attempts to answer 
according to the gradually helpful clues. The quicker yon answer, the more 
points you earn* More standard questions then the Jigsaw Picture round 
where a graphic is gradually formed on the screen. The final round is a little 
fairer where you hit your allocated buzzer' key to have the opportunity of 
answering the question. These buzzer keys are only active when the 
question Is completely displayed on the screen. Again, it seems rather silly 
when the answer is displayed and you are asked if you were right .... now 
what kid (or Dad!) in his right mind is gonna press 'NO K ?f! 

Once you have completed the questions, fairly or otherwise, the end of the 
game is reached and the winner Is duly congratulated. You then have the 
option to play again - although you must choose different sports than those 
selected for the previous game. 

Sporting Triangles is , to be fair, reasonably fun to play yet I feel there is 
little going for it In terms of excitement. Although the program is reputed 
to contain 2500 questions, the same question is repeated alt too often and 
they soon become well known to all players. It's just too easy to cheat but, 
if you're into sports or any other trivia, then I don't think you'll be too 
disappointed. 

I must mention the monotonous copy-protection 'device' - a sheet of 780 
darkly coloured squares which relate to a colour request from the program 
upon first loading of the game. The need for this kind of software security 
Is appreciated but do those colours really need to be so hard to define? In 
artificial light - when most games are played - it can be extremely difficult 
to tell 'dark blue' from black 1 , 

Overall, an enjoyable few hours of sporting fun [and cheating!), but 1 don't 
expect that 111 be playing It again for some time, unless more question 
modules become available (how about It, CDS?}. 



• SIGHT fi£ SOUND - Nothing special but adequate for this 
type of game 

• GAMEPLAY - More fun with 2 or 3 4 human* players than 
solo against two computer contestants 

• VERDICT - Initial curiosity soon disappears once all the 
answers are known. An option to create home made 
questions would be useful 
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WITH YOUR ATARI 



John S Davison's 
regular guide to 

all the ways 
of making music 
on your favourite 
computer 

SEQUENCING 



I 



d the last Issue I discussed what you can expect 
when moving upmarket from a basic 'home 
keyboard* to a more sophisticated synthesiser. This 
time I'd like to do the same with software, in parti- 
eular looking at the sequencer. To save space I'll 
assume you all read my 'MIDIot's Guide' series in Issues 
37 to 40 last year, so you already know the basic 
concepts and jargon of MIDI sequencers. It you missed 
the series and want to know more r back issues are still 
available so call Page 6 for details 
The sequencer is the heart of any MIDI based system, 
as It's this which enables you to record and playback 
music with your MIDI equipped synthesiser. Most people 
start with something fairly simple and inexpensive, such 
as Music Construction Set. or Music Studio. They may 
be simple „ but they're capable of good results and are 
ideal for beginners. They're both step-time' sequencers, 
which means you enter musical notes into them one at a 
time, a rather laborious operation. Virtually all other 
MIDI based sequencers operate in 'real-time', i,e. you 
actually play the music in from the synthesiser's 
keyboard, although step- time input is often included as 
an option. 

Alter using several different real-time sequencers I final- 
ly found happiness with Twelve by Steinberg. This is a 
cut down version of the legendary Steinberg Pro-24, a 




superb 24 track sequencer now in use by profession- 
al musicians the world over. Twelve is often known by 
the nickname of 'Pro- 12'. as if s very similar In looks, 
facilities, and operation Lo its big brother. At £129 it's 
not exactly low priced, but you can get It much 
cheaper by shopping around. 

So, what makes Twelve so good? Well, I find it very 
easy to use; it seems to have virtually all the facilities 
1 need; and everything works exactly as expected - 
give or take the odd bug. Naturally, having used it for 
a while I can now think of things that could usefully 
be added, but then I could always upgrade to Pro 24 
[but don't tell my wifelj. 



MAKING TRACKS 



As you might guess Twelve has twelve tracks, allowing 
you to record up to twelve independent polyphonic 
musical parts, which can then be played back simul- 
taneously. Each track can be assigned to a different 
MIDI channel, permitting each to produce a completely 
different sound. 

A track may be built up from sections (called patterns) 
of any chosen length, and each pattern recorded inde- 
pendently. When recording you can loop the pattern, 
allowing the same part of the song to be recorded 
repeatedly without stopping until you've played a ver- 
sion you're happy with. You can record at any speed 
too, permitting difficult bits to be recorded slowly then 
be speeded up to the correct tempo on playback - great 
if your keyboard skills aren't too good) If your rhythmic 
timing's a bit out there's a quantise facility to pull 
notes back onto the beat (UNDOable if you don't like 
the effect). Unwanted MIDI data (e.g. pitchbend, after- 
touch, etc.) may be filtered from the incoming MIDI 
datasLream as you play, to reduce data storage require- 
ments. 

After recording, each pattern can be modified In sever 
al ways. This includes applying MIDI velocity' changes 
to alter the volume and timbre (overall tone) of the 
sound; shifting the timing of playback forward or back- 
ward to create special effects; transposing note pitch 
up or down; and setting the voice the synthesiser uses 
to play the pattern. Patterns may be saved/loaded 
to/from disk, copied within a track or from one track to 
another, and strung together in any sequence required 
to make up a complete song. Files produced by Twelve 
can also be read by Pro-24, so If you upgrade you can 
still use your old files. Twelve will also read the first 
twelve tracks from a Pro-24 song file. 
When recording a new track you can simultaneously 
play back previously recorded tracks, so hearing the 
new recording 'in context'. You can also turn tracks on 
and off independently, and quickly 'solo' any track to 
hear it in isolation. As you record or play back tracks, 
twelve 'recording level meters" hypnotically dance 
around to indicate the passage of MIDI data to/from 
each track. 

My favourite feature of Twelve is Its graphical score 
editor, which shows you what you've played - in nor- 
mal music notation! What's more, you can then edit 
the music in this form, permitting the removal of wrong 
notes, addition of new ones, lengthening or shortening 
of notes, and changing a note's dynamics by changing 
its MIDI velocity'. In fact, you can start with a blank 
pattern and enter every note singly if you wish just 
like in Music Studio or Music Construction Set, only 
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willi fax more control. 

You can set an overall tempo and time signature for 
your song, but for more complex pieces yon can 
change either within a song using a "master track'. 
Another facility lets you synchronise the sequencer 
with a a separate automatic drum machine or even a 
multitrack tape recorder via a sync track on tape. 

So what's missing*? Well, it only has twelve tracks h and 
annoyingly you can't merge several tracks into one - 
important when you have so few available. There's no 
drum pattern grid editor, so drum patterns have to be 
recorded live or tediously entered via the score editor. 
You can't print out the resultant musical score either, 
as Steinberg expect you to buy their companion Mas 
terscore product to do this. Overall though, I find 
r ]"welve a delight to use. It runs happily on my 520STM, 
and works perfectly with my Yamaha PSS-680 and 
YS-200 keyboards- I can highly recommend it. 



EXPLORING THE PSS 



Have you ever listened to those fantastic automatic 
acrompanlments on home keyboards like the Yamaha 
PSS series and wondered how on earth they're done? 
For those who haven't heard them, the PSS- 480 and 
680 have a set of incredible automatic accompani- 
ments in 100 different styles. Even a simple one-linger 
melody can sound really professional when played 
along with one of these! The accompaniment consists 
of bassline, drum rhythms, chord backing, and orches 
tral embellishments, each using different instrumental 
sounds. Each part may be turned on and off indepen- 
dently of the others, allowing you to use them in any 
combination. As well as playing over the PSS's speak- 
ers, each part is also transmitted on its own MIDI 
channel, allowing it to be played by other MIDI instru- 
ments in your setup. 

But just a moment - if they're transmitied over MIDI 
you should be able to record them into a real time 
sequencer? If you connect Lhe PSS to the ST with MIDI 
rabies in the usual way. put your sequencer into re- 
cord mode, and switch on the PSS"s auto accompani- 
ment, you'll find that you can record them. You may 
then use the sequencer's editing facilities to examine 
what the PSS has been playing. 

Using Twelve it's easy, as you can use its score editor 
to view it in normal musie notation. There's one small 
problem though. Twelve only records on one traek at a 
time, so all incoming da La for ALL the parts ends up on 
one track. When you view it you sec all the parts at 
once, and on playback everything plays in the same 
voice. It looks and sounds extremely odd h to say the 
least! 

But there's a way round it - you can record each part 
separately on a different track in separate recording 
runs> then give each track its own channel and voice to 
recreate the original sound, However, this creates a 
new snag - If you're making lour separate recordings 
how do you synchronise the lour parts so they all play 
back exactly in time? The answer is to lock Twelve to 
the PSS's timing clock by switching Twelve into its 
MIDI sync mode before recording each track. The two 
will then start together, run at exactly the same speed, 
and stop together. Neat, huh? 

Now, having captured the PSSs MIDI data you can 
treat it like any other MIDI data. You can edit it, 



rearrange it, incorporate it into your own musie, and 
play it back in any way you want. OK, so this is 
cheating, but it can be helpful if you need some ideas 
to help you along. 



SNIPPETS 



Don't forget the MIDI Music Show being held at 
the Novotcl, Hammersmith, London on 7-S April start- 
ing 10:00am. Many of the major hardware and soft- 
ware suppliers wul be there, and special seminars 
covering all maimer of MIDI related subjects will run 
throughout ihe show. It's a great idea, spoiled only by 
the crazy entrance price - they want £10 (yes, ten 
quidt) at the door. However if you phone Westminster 
Exhibitions on 01-549-3444 you can buy advance tick- 
ets at £5 each. 

.... If you're looking for new MIDI equipment make 
sure you Check out Casio'a current special offers. Uke 
Yamaha, they've recently been slashing prices on MIDI 
keyboards and expander modules, with some selling at 
less than half price. 

.... I've already received enquiries about suppleme- 
ntary software for MI1>J Master for the XL/XE. Ifs 
probably too early to ask, but has anyone out there yet 
written anything - such as MIM Master sequencer file 
editing software, or a program to translate sequencer 
hies into Advanced Music System format? If you know 
of anything, please write and let rnc know. 
.,+« Although I've had several letters from readers. I've 
not yet received any new PSS voice patches Irom any- 
one. Come on, you guys - lots of you now have Dave 
Gymer-s PSS voice patch editor, so what are you doing 
with it? Repay your debt to the Atari Public Domain 
community by sharing your creations with everyone. 
Go on, make the effort NOW - Just send your patches 
to me (care of Page 6, and with SAE please, if you want 
a reply) and I'll publicise the good ones in this column 
starting in the next Issue. 



GET PSSED! 



To make building those PSS patches even easier try 
getting PSSED. (Sorry, 1 couldn't resist it!). PSSED Is a 
brilliant new voice patch editor by Bryan Kcnnerly, 
i . , i •, . 1 1 1; 1 1 >]e as PSS Disk 2 from the Page 6 PD 
Library. Its documentation includes an explanation of 
what all those PSS voice parameters mean - at last 
you'll be able to understand what you're doing! 

For sequencing using those new voice patches try the 
Cosh Scqueneer, a superh new real time sequencer 
named after its author Henry Cosh. Its design was 
heavily influenced by the specification for an Ideal 
Sequencer" published a while back in Sound On Sound 
magazine. Again, the program is now available as a 
Page 6 PD disk. 

First impressions of these programs are that they're 
the best Public [Domain music software I've yet seen. In 
fact, 1 can hardly believe they're PD programs, as both 
have the look and feci of good quality commercial 
products! They're real bargains at just. £2.95 each from 
Page 6. Til give you a full report on both programs 1n 
the next issue. 4 
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GAMING 




DAILY DOUBLE 



IN 



ancy a little flutter on the gee- 
U| gees, but don't want to lose your 
JL shirt? Then take a look at this 
new horse racing simulation from CDS - 
it could be just what the poor punter 
needs. 

Hie program's colourful packaging 
seems to be full of old newspaper at first 
sight, but after unfolding It you find it's 
the program's instruction manual - in 
the form of a racing newspaper. The front 
page of this contains the program's oper- 
ating instructions, plus detailed explana- 
tions of the liner points of betting. These 
include how to read the racing form for 
each horse and the ability of each Jockey, 
descriptions of different types of bet, how 
to place a bet, and how the odds work. 
The rest of the paper is dedicated to page 
after page of racing form for the 1 SO 
horses in the program" s database. 
The first thing that strikes you is that 
the program lsn"t modelled on racing as 
we know it In the UK. In fact* it was 
written In the USA by Artworx, so has a 
decided American flavour. All financial 
aspects are quoted in dollars and some 
very peculiar terms are used to describe 
the betting. Have YOU ever heard of an 
exacta, quinella, or parlay bet? I certainly 
hadn't, but perhaps my ignorance can be 
forgiven as I'm not really into the 'sport of 
kings 1 . 

One to four players can take part, each 
starting with up to $500 stake money. A 
game consists of ten flat races (there's no 




LEADERS 



ft Ft 
OLD 
S I R 




EXACTA SET ^ 
RAGE 1 *2i* 



AMOUNT BET: 19.06 




Titlei DAILY DOUBLE 

HORSE RACING 
Publisher: CDS Software 
Price: £19,95 
Reviewer: John S Davison 



jumping Involved), 
and you can place 
from $2 to $200 
on the bets of 
your choice, of 
which you can 
have up to 15(1] at 
any one time. 
Bets can be 
straight wagers 
for win (horse 
comes first), place 
(horse comes first 
or second)* or 
show (horse 
comes first, 
second, or third). 
These are similar to win and each-way 
bets in UK racing terms. 
Alternatively, you can try the strange 
sounding bets mentioned above. In the 
exacta you have to name the winner and 
the second to finish in a given race. The 
quinella is similar, except it doesn't mat- 
ter which of the two horses finishes first. 
A parlay bet is one where you pick two 
horaes from any of the ten races, which 
you can then bet to win, place, or show. 
Any winnings from the first horse are 
used as the stake money for the second 
one. There's also the Daily Double, from 
which the program takes its name. In 
this you have to pick the winners of the 
first two races in each game, with win- 
nings calculated from the combined odds 
of the two horses- It sounds complicated, 
but yon soon gel. the hang of if. 
Once all bets are placed, your 
direct involvement is over - you 
just watch as the horses lose your 
money for you! After a brief music- 
al fanfare a voice which sounds 
like Burl Ives says "And they're oflT' 
as the horses start galloping across 
the screen. 1 expected to hear the 
thunder of hooves, but was dis- 
appointed to hear Just a tinny clat- 
tering sound. It's a pity the author 
couldn't have used sampled sound 
effects for this - it would have been 
much more effective. 
The galloping horses don't make 
much progress across the screen, as 
your view is like that from a camera 
mounted on a truck running alongside 
the track. The background scrolls by, but 
the horses stay on the left side of the 
screen, with their relative positions 
changing as different horses try to take 
the lead. Performance is affected by 
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track conditions, which can be turf, dry, 
or muddy (Americanisms again?). Even- 
tually the winning post scrolls into view 
and Burl Ives announces the winner, as 
the horses finally clatter off to the right. 
The graphics of the horses are rather 
good, and the detail even extends to mm r - 
infi shadows on the track below them, 
however the effect is spoiled somewhat 
by the slow screen update rate which is 
only about four frames per second mak- 
ing both the animation and scrolling a 
little on the Jerky side. 
If you're fed up with football, winter 
sports, and motor racing games Daily 
Double could make a welcome change. It 
doesn't, however, offer the same level of 
player involvement as most other sports 
simulations and this, coupled with its 
lack of overall polish, could result in its 
novelty value soon wearing off. 



GAMEPLAY - not enough varia- 
tion or direct player involvement 
to hold your interest for long 
periods. Perhaps a 'stun gun' op- 
tion would help! 

SIGHT AND SOUND - animation 
and scrolling is rather too jerky* 
Sound is sparse and generally 
crude, although the digitised 
speech is clear 

VERDICT - 1 found the game 
quickly became boring, but play- 
ing it with a few friends makes it 
much more interesting 
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BEVERLY 
HILLS COP 



This game springs from 
the highly successful 
film starring Kddy Mur- 
phy and once more demons- 
trates the profitability of the 
licence deal. The game is split 
Into four parts. The first a 
stroll through a warehouse 
full of undesirables who desire 
to hlow away poor Axel (the 
cop of the title) while he 
shoots his way through them . 
The graphics and effects are 
adequate for this but there is 
nothing especially outstanding 
about them. The whole scene 
Is competent with only slight 
Jerktness noticeable. There fol- 
lows a driving game which 
allows the user to choose 
mouse or joystick as the steer' 
ing wheel. It is also necessary 
to shoot the criminals waste 
chests in order to survive the 
chase to section three. Again 
the controls and effects are 
fair and workmanlike but still 
not outstanding. The next two 



screens arc 
variants on the 
first theme 
although the final 
game's 'rescue the 
hostages' format, 
makes for slightly faster re 
Ilexes being needed , All of 
these are perfectly adequate 
but not particularly eye catch- 
ing games. 

I felt that this whole experi- 
ence lacked any real feel of the 
movie and missed much of the 
inter- play between Murphy 
and the two local cops. The 
overriding impression is of 
lour games that would find 
difficulty on their own being 
sold under the cover of a large 
name licence. The packaging 
of the game is good showing 
pictures from the film both on 
the box and between levels 
and the reproduction of the 
theme is more than adequate 
but unfortunately this does 
not make up for some fairly 
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unimaginative gameplay and a 
plot line that Is only vaguely 
related to the original story. It 
lacks the wit and panache 
that Murphy offered to the 
film and it docs not afford the 
player any chance to internet 
with other major characters. 
My own feelings are that 
buyers who either purchase 
on impulse or do not have the 
option to play test games are 
going to find themselves most 
disappointed with this offering 
from a firm that can do much 
better. I would find this hard 
to recommend without the 
proviso the the prospective 
buyer should take a good long 
look at It first, really not a 
good advertisement for the 
film either! 



FACTS 



Title: 

Publisher: 

Price: 

Reviewer: 



BEVERLY HILLS 
COP 
Tynesoff 
£19.95 

Damon Howarth 



SIGHT & SOUND 



Good reproduction of the 
theme and lair spot effects, 
graphically average with no 
real problems evident 



GAMEPLA Y 



Smooth and responsive con- 
trots make pioy acceptable 
although the actual games ao 
not show any addictive 
features 



VERDICT 



Not a good advertisement tor 
the tilm or the itcenstng bus/- 
rtess. Extremely average ali 
round 



FACTS 



Title: SOLDIER 2000 

Publisher: Artronic 
Price £19.99 
Reviewer- John Davison jnr 



SIGHT & SOUND 



The game doesn't shout cut to 
you in terms of presentation, 
but it is at a more than pass- 
able quality 



GAMEPLAY 



Very addictive. Definitely a 
game which could keep you 
quite happily involved for hOWS 
an end 



VERDICT 



Certainly worth checking out 
due to its highly addictive qual- 
ities 




SOLDIER 2000 



This game has you play- 
ing the part of a female 
combat soldier of the 
future whose mission is to res- 
cue hostages from ruthless 
and deadly terrorists. 
The game begins with you kit- 
ting out your combat soldier 
with body armour and any 
number of nasty weapons* 
ranging from pump action 
shotguns to grenade laun- 
chers or experimental pulse 
laser weapons. Once you have 
finished in the armoury, your 
soldier is transported to the 
first zone where she must res- 
cue the first batch of hostages, 
by shooting terrorists in order 
to gain access to the impris- 
oned men. 

The action takes place In two 



different ways. 
The first is a two 
dimensional view 
of the proceedings 
as you guide your soldier 
along the corridors of tnc- 
buildlng looking for rooms 
where you may find the hos- 
tages. Once a room has been 
located, you may enter and 
the view is then transformed 
into a three dimensional "eye 
view' of the room as you look 
around for hostages to collect 
and terrorists to shoot . The 
view which scrolls by in this 
portion of the game is very im- 
pressive< as it uses incredibly 
smooth parallax scrolling (i.e 
the foreground scrolling faster , 
than the background). 
Apart from the aforemen- 
tioned scrolling, the game is of 
average graphical quality. The 
sound is fairly good with some 
passable sampled sound 



effects and speech samples. 
The one thing that makes this 
game stand out from many 
Others Oil the market at the 
moment In that it is actually 
very playable. The theme may 
be simple (If violent!) and the 
three dimensional sequence 
may resemble one of my all 
time least favourite games - 
Prohibition - but overall it Is 
incredibly addictive. It would 
be quite easy to find that the 
best part of an evening could 
disappear while playing this 
game! 

"overall it is 
incredibly 
addictive' 
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FOOTBALL CRAiT 
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tot* I 13 



This management game 
is sold by mail by the 
above company and the 
packaging is straightforward 
and simple. This exemplifies 
the game within, which is also 
very straight forward although 
less than easy to do well at. 
The game is, basically, a more 
detailed version of the classic- 
Football Manager without the 
graphics. In it the playerfsh of 
which there may be up to four 
at any one lime, compete as 
managers in the English Foot- 
ball League both weighing 
their chances and players abi- 
lities against the form of other 
players and the computer 
teams. There are plenty of 
opportunities to buy and sell 
players and certainly at the 
early stages an almost J .R. 
Ewing wheeler dealer attitude 
Is needed. The game watches 
each player s progress and 
moderates the difficulty level 
as you improve or fail. Should 



either of these 
possibilities occur 
in excess then the 
player will be 
either offered new 
contracts by bet- 
ter clubs or fired and can only 
hope to pick up clubs desper- 
ate for any sort of help. 
The game Is entirely menu 
driven with no graphics at all. 
The results sequence shows 
up as the classified check in 
any Grandstand type prog : 
ramme with not even any 
other report of the game avail- 
able. Discovering who scored 
is a matter of examining the 
team to see whose goals 
scored columns have grown. 
The possibility of error check' 
lng is poor since I discovered it 
was quite possible to play two 
goalkeepers In one team at the 
same time in order to improve 
my shooting skills. Subse- 
quent results did show 1 
scored more than earlier. 



JGHM ! 
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FACTS 



Title: 

Publisher: 

Pries: 

Reviewer: 



FOOTBALL CRAZY 
ESP Software 
£19-95 

Damon Howarth 



Brian Clough would be im 
pressed! I managed to take 
myself via four different teams 
to the top of the first division 
and to various European and 
domestic cup games and there 
seemed little I could do to 
either help or hinder my 
teams at times. Results 
appeared with little explana- 
tion as to what statistics were 
helping or otherwise. 
I was also perturbed when at 
the start of my seventh season 
the game ceased telling me 
this was a review copy and I 
had had enough time to ex- 
periment, I find this unfortun- 
ate since I cannot guarantee 
that the game reviewed is the 
full game or that it will stand 
up to prolonged play. 



SIGHT & SOUND 



Almost not applicable, there 
are no sound effects ana" the 
only music and graphics are on 
the loading screen but the 
game doesn't need them 



GAMEPLAY 



So much is hidden that there is 
dffftcvlty in making decisions 
based on anything other than 
gut teeSlng, but the game is, 
nevertheless, interesting to play 



VERDICT 



A tunny old garnet Quite play- 
able but it could have been 
presented much better, ! hope 
the updates promised improve 
on its general raggedness. 




FACTS 



Title: SPACE HARRIER 
Publisher; Elite 
Price: £1999 
Reviewer Damon Howarth 




SPACE HARRIER 



SIGHT & SOUND 



Good sprites, bright colours 
and loud noise - everything in 
this is right 



GAMEPLAY 



Fast and tun with plenty of 
addiction thrown In - a plea- 
sure to play 



VERDICT 



I 10 



i don't usually like conversions 
but this one is excellent, collect 
it as soon as possible 



Space Harrier was a big 
hit in many arcades 
last year. A basic shoot 
-em up that had speed, col- 
our, noise and a little style to 
It. Elite have taken this and 
created a highly creditable two 
disk version for the ST. In the 
game the player takes the part 
of a Space Harrier, a form of 
Dirty Harry in jet boots wield 
lng a most powerful laser rifle. 
The copy of the game 1 re- 
ceived had no instruction 
sheet with it and no instruc- 
tion or story on screen and so 
it was just as well that the 
game is simple to play. The 
whole idea is to dodge various 
obstacles like rocks or trees 
and the odd column or giant 
mushroom while shooting at 



the local, fauna 
which Is attemp- 
ting to blow away 
the hero, in the 
shortest time 
possible . 

The control seems to be by 
mouse only and as such 
should be hailed by the mak- 
ers of spare mice as a definite 
asset to their business. A 
great deal of button pressing 
left the little grey beast looking 
for a rest. It is though the per- 
fect way to control a game of 
such pace since the control is 
accurate and most precise. 
The sound and colour are nut 
shamed by the original at all 
and the overall effect is most 
exhilarating. The only quibble 
I can find with the game is 
that visibility Is sometimes a 
little crowded when many ex- 
plosions fill the screen and the 
next enemy appears without 
the player seeing It. This 



seems like a very good exam- 
ple of the fog of war, but It 
does mean that the end of 
level mcanles can sneak up 
and shoot you full of flame 
without the player having 
much chance of avoidance. 
This trifling problem aside I 
was pleased to note that a 
continue feature was available 
and the three credits allowed 
kept interest going into the 
game. The second disk can be 
played alone although it 
seems that much early prac- 
tice would benefit the shooter 
since this level is very fast and 
exceedingly furious. 
1 enjoyed this game and found 
it suitably addictive and hap- 
pily accurate to its forebears. 
My mouse on the other hand 
is considering that It would 
rather be fed to the cat or play 
Dungeon Master. This game is 
one l ean happily recommend 
to all arcade freaks. 
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The banner headline on 
the box proclaims 
"Now everyone can cre- 
ate their own computer 
games!". Possibly true but 
only should your desire be to 
create variants on a theme of 
a vertieal scroll. The package 
contains several useful parts 
including sprite designer, 
background creator, music 
generator, sound creator and 
animation editor. Unfortun- 
ately they all only really work 
within the confines of the con- 
structor and thus the overall 
power is limited. 
To create a game is relatively 
simple, given an ability to cre- 
ate sprites and a great deal of 
patience In using the very 
friendly editing equipment. 
The first things to do are load 
the sprite editor and draw the 
various pictures you wish to 
use. or alternatively remodel 
those included with the set. 
The system then allows you to 



change their pal- 
lette and identify 
them for subse- 
quent animation. 
Sprites can be 
combined to cre- 
ate quite spectacular large 
monsters and indeed each of 
the other functions that follow 
allows construction of similar 
ease. Editing the three sample 
variant games can give a 
range of different types of one 
of three games and this Is in 
fact my main worry. The soft- 
ware itself is excellent and 
allows the use of imagination 
in a very limited way, but If 
you want a platform and lad- 
ders game then the creator 
will not work. If you want a 
driving game then you would 
have immense problems, in 
fact you can only make games 
in the Sidewinder or Xenon 
mould. As such the utility is 
very limited but what it does it 
does very well indeed, 
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I must admit that I kept com- 
paring it to STOS and felt that 
the two packages were capable 
of producing a Shoot-em up of 
comparable standards, 
although to obtain the slick 
scrolling ofS.K.U.C.K, the 
STOS compiler would be 
necessary. Both can make 
stand alone games but STOS 
would allow any variant on a 
theme or a completely original 
idea to come from the user if 
they had the skill and thus 
represents a far more versatile 
utility. For someone with little 
or no skill in programming 
though S.E.U.CR. is a god- 
send. With imagination some 
very entertaining creations are 
possible but do not expect a 
wide variety from the package. 



FACTS 



Title: S.E.U.C.K. 
Publisher Outlaw (Palace) 
Price: £29,99 
Reviewer: Damon Ho worth 



SIGHT & SOUND 



Basically what you moke them. 
Supplied games arte colourful 
end not$y, Loads of potential 



GAMEPLAY 



Most user friendly, supplied 
games can be ottered and 
Cheated with at will, the utility is 
easy and intuitive 



VERDICT 



Although ilmiied in scape it 
does the job very weft. Good 
for the less technical but imagi- 
native typos 



FACTS 



Title: NEVERMIND 
Publisher: Psyc lapse 
Price: £19.95 
Reviewer John Davison Jnr 



SIGHT & SOUND 



As with all Psygnosis products 
the presentation of this game is 
absolutely superb, me graphics 
are vreit defined and the sound 
is ot good quality 



GAMEPLAY 



This is very addictive once you 
are familiar with the novel 
methods of controt employed 



VERDICT 



Excolfenti A different game 
which combines bath strategy 
and arcade action into one 
package 





^evermind is the latest 
M%m release from the Psyg- 
X ^ nosis label Psyclapse. 
The packaging describes the 
game as a "...refreshingly In- 
ventive game that will have 
you juggling your joystick and 
agonizing over its mind mud- 
dling problems until the early 
hours of the morning," 
Your task within the game is 
to make your way through 
over 250 screens, each of 
which contains a picture puz- 
zle which must be completed 
In a set time. You must collect 
picture tiles from around the 
three dimensional playtleld 
and fit them into the gaps in 
the puzzle picture to complete 
it, However, to make life more 
complicated for you the 



pictures are 
sometimes ani- 
mated, making 
tlicrn seem more 
complex than they 
really are, On higher levels 
you will find picture tiles 
which dissolve, along with 
chess pieces which have an 
annoying habit of stealing 
away with vital parts of the 
puzzle. 

In very simple terms the puz- 
zles of each screen could be 
likened to the old plastic 'slid- 
er' puzzles where you have to 
juggle around the individual 
square tiles making up the 
picture in order to make It 
complete. However, in Never- 
mind, you must juggle the 
pieces around by walking your 
character around the screen 
picking up and sorting out the 
various pieces of the puzzle. 

Tthe game is graphically su- 
perb, with some beautifully 



drawn backdrops and very 
well delined and animated 
sprites. The sound is aslo 
highly commendable. 
The game is very challenging, 
and once you have got used to 
the methods of controlling 
your character to perform the 
required actions the game be- 
comes very addictive Indeed, 
Tile idea is quite original, 
which makes a change in to- 
day's game market and I thor- 
oughly enjoyed trying to get 
through the various levels. 
One thing which I must men- 
tion is the way in which you 
can jump' past levels you 
have completed. Each screen 
has its own 'password' and if 
this Is typed in on the options 
screen you will be automatic- 
ally transported to the level 
whose code you have entered. 
This is a nice touch which 
more games should employ! 
Top class stuff from Psygnosls. 
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Ancient references to 
twin priests ... the For- 
bidden God ... Elites of 
Summoning halted by the 
good twin .., the evil one wait- 
ing millennia for the right time 
to try again ... strange deaths 
on the moors ... "the heart 
wasn't so much damaged as 
torn to pieces" .„ and your 
father has mysteriously dis- 
appeared while exploring an 
ancient burial mound! 
It Is down to you. Richard 
Lynton, to save the world from 
the foul touch of Darsuggothal 
Once you realise that some- 
thing is wrong you must solve 
many tortuous puzzles and 
risk countless dangers in 
order to find the lost burial 
chamber of Thai so that he 
can stop his evil twin! 
First you get to play a short 
prologue as your father. 
I doomed to die by fire in the 
burial mound, you must pre- 
serve enough clues so that 



Richard will be 
able to under- 
stand the crisis 
and set out on his 
deadly quest. 
Demon's Tomb 
can be played as a traditional 
text adventure (with pictures), 
or via Menu Mode. This dis- 
plays all the verbs in a scroll- 
ing window at the bottom of 
the screen. Select one with the 
mouse to get a list of all the 
relevant nouns, point at one of 
those and your command is 
executed. Longer sentences 
can be made by selecting 
verbs 4 such as BREAK WITH 
and you can skip around the 
list of over 1 00 verbs by typing 
the first letter of the one you 
want. With a little practice you 
get to play a full text adven- 
ture without typing any words! 
The game features lots of 
other goodies - powerful 
parser, Ramsave, Undo, user- 
defined abbreviations, recall 
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FACTS 



Title: 

Publisher: 

Price: 

Reviewer 



DEMON'S TOMB - 
THE AWAKENING 

Viigin/Mettraume Hwj» 
£24.99 

John Sweeney 



and edit, large text, etc. (Menu 
Mode doesn't work with large 
text, but by choosing the right 
colours you should be able to 
read it all on a TV.) There arc 
lots of hints In the copious 
text , and the manual provides 
coded clues as well! 
EVERYTH1 NG in the prologue 
has a use later on (though 
they are NOT all necessary to 
win), but even when you have 
worked out how to save the 
items from the fire there is 
only JUST time to do it if you 
are very careful not to waste 
any turns. Some of the re- 
sponses and idiosyncracies of 
the game are a LITTLE 
annoying in a few places, but 
overall Demon's Tomb Is an 
very enjoyable experience. 



SIGHT & SOUND 



Some nft#jy atmospheric pic- 
tures cart be displayed at 
various paints in the gams 



GAMEPLAY 



A nice Implementation at a text 
adventure with a feasonpaie 
vocabulary, but where you 
DON'T have to type* 



VERDICT 



An excellent adventure tor be- 
ginners, but with enough twists 
to keep the experienced play- 
er perplexed! 




FACTS 



Title: 

Publisher: 

Price: 

Reviewer: 



GHOULS AND 
GHOSTS 
U S Gold 
£19.99 

John Dovison jnr 




GHOULS 

AND GHOSTS 



SIGHT & SOUND 



Bath the graphics and sounds 
are of a high quality. The music 
shows what can be done with 
the Srs mediocre' sound chip 



GAMEPLAY 



This is a very addictive game, 
as it is enough of a challenge 
to make you want to go back 
for more despite the frustration 
which this causeil 



VERDICT 



What can be said that hasn 't 
been already? Ghouls and 
Ghosts is truly superb. However, 
it could be fust a little too tote 
as the Ghosts and Goblins 



This is yet another game 
which is a development 
from an old arcade 
machine. In this rase the 
game Is based on the old clas- 
sic 'Ghosts and Goblins'. The 
original conversion from the 
highly successful arcade 
machine was made available 
on several 8-bit computer for- 
mats a number of years ago 
and was a tremendous suc- 
cess. Several years later, a se- 
quel has been written in the 
form of Ghouls and Ghosts' - 
almost identical in form but 
taking advantage of today's 
improved graphics and sound. 
You play the part of the 
valiant and brave knight 
Arthur, who has to rescue a 
beautiful princess. However, 



this rescue job is 
not the easiest 
task you could 
undertake! You 
must fight your 
way through a variety of 
ghouls, ghosts, vultures, and 
various other nasties using a 
number of weapons which you 
can find lying around. The 
game is basically a two dimen- 
sional scrolling affair where 
you view the proceedings from 
the side as you move your 
dinky' little knight through 
the dark and sinister land. 
The graphics in Ghouls and 
Ghosts' are ol a very high 
quality and compare very well 
to the original arcade game. 
The sprites and backdrops are 
all beautifully shaded and the 
screens manage to conjure up 
the sort of 'sinister' atmos- 
phere which the game needs. 
The game is lull of nice little 
ideas, such as the first time 



you arc touched by a creature 
you do not automatically lose 
a life. Before this occurs you 
first lose your armour and 
carry on through the game 
wearing nodiing but a pair of 
boxer short si The sound is 
also of a very high quality, the 
tune which plays throughout 
in the background Is extreme- 
ly good and goes to show that 
if the sound chip in the ST is 
used properly some beautiful 
effects can be obtained. 
Above all, the one thing which 
you notice while playing is 
just how Incredibly playable 
arid addictive it is, 
A nice feature is the system of 
'credits' where you can begin 
where you died at the end of 
the last game. This however 
depends on whether or not 
you have enough credits left. 
You begin with live, so effec- 
tively you have live sets of 
lives to play With! 
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... ST GAMES ... ST GAMES ... ST GAMES... 




Whew! 1 have Just fin- 
ished 1 1 7 mind- 
bending levels of 3-D 
puzzles! This has to be one of 
the best games of its type evert 
Tower of Babel is a mouse- 
driven: strategy game with 
solid 3-D shaded graphics. 
You control three spider-like 
robots: Zapper zaps things, 
Pusher pushes things, and 
Grabber (apart from grabbing 
things) can operate a number 
of special Items. 
The 'towers' are 3-D land- 
scapes, each one up to 8 
squares by 8 squares and up 
to 4 levels deep. Lifts move 
you between the levels, which 
are populated by a variety of 
enemy robots: zappcrs and 
pushers, worms and watchers. 
Hags and hoppers , lizards^ 
lime bombs and proximity 
bombs, obstructive blocks, 
prisms to help you shoot 
around corners, convertors 
(zaps become 



pushes and vice 
versa), ' Klon- 
dike's' . and remote 
lift activators, 
enemy freezers, 
floor wipers and teleport sta- 
tions for Grabber to operate! 

Not surprisingly this wide 
array of game elements makes 
for some pretty complex puz- 
zles as you try to achieve the 
objective for each tower - 
either a body count or a num- 
ber of Klondikes to collect. 

Your surroundings ean be 
viewed either from the eyes of 
your robots, or from remote 
cameras which can pan and 
zoom to help you work out 
how best to instruct your 
robots. You ean click on the 
control panel to control your 
robots directly (walk, turn, use 
lift, or zap/push/ grab). Or you 
ean give your robots up to 
eight commands each in adv- 
ance and then sit back and 
watch through the cameras. 




Price: 
Reviewer; 



Tower of Etabel 
Rai n bird /MicroP- 
ros e 
£24.99 

John Sweeney 



This 'programming of the 
robots Is critical on some 
levels - to save time, to syn- 
chronise actions (e.g. Grabber 
activates a freezer to give Zap- 
per time to walk past a zapper 
and blow it up}, or because 
some actions arc carried out 
at different speeds under 

program' control. 

An excellent tutorial helps to 
get you start ed, and two out of 
each group of nine towers can 
be skipped, so you don't get 
stuck just because you can't 
solve them alL 

Some of the higher levels are 
pretty fiendish, but if you get 
really flummoxed you can al- 
ways resort to using tile excel- 
lent Tower Designer to build 
your own towers! 



SIGHT & SOUND 



Excellent 3-D graphics, lots of 
nice effects 



GAMEPLAY 



Excellent mouse interfaces, 
of options, Sols of excellent 
puizies 



lots 



VERDICT 



Excellent value St you like a 
good puzzle. Basically,., excel- 
lent! 



FACTS 



lite Double Dragon II 

Publisher: Virgin 
Price: £19.95 
Reviewer: John Davison jnr 



SIGHT & SOUND 



The graphics are smoothly ani- 
mated and colourful although 
Ihey do seem a bit 'blocky". 
The sound is sparse, with only a 
few effects being present 



GAMEPLAY 



Quite good compared to ather 
fighting games as it actually 
has a goat tor you to aim at 



VERDICT 



I was Quite surprised as to haw 
much f enjoyed playing it. i 
can highly recommend it for 
fans of the g#nr& 




DOUBLE 
DRAGON II 



I wasn't aware that there 
was a Double Dragon I! 
However, the moment 
you see this game it is quite 
obviously from the 'beat L em 
up' genre of computer soft- 
ware. I thought that the soil- 
ware companies had given up 
releasing this sort of Karate/ 
Street Fighting style game. 
Apparently the "Double Dra- 
gons' are Billy and Jimmy 
(names which must strike fear 
into the hearts of their ene- 
mies f) who are two Martial 
Arts experts who seek to 
avenge the death of Marian 
(whoever she may be?). They 
feel that they may be able to 
bring her back to Life(f) if they 
can penetrate The secret lair of 
the Shadow Boss. Surprise, 



surprise, you play 
the part of this 
dynamic duo as 
you fight your way 
past a variety of 
bad guys each of whom have 
their own particular brand of 
'dirty' fighting. 
Unlike many fighting games 
this is much more based 
around street lighting rather 
than Karate and it gives your 
characters the ability to fight 
as they want. They can pick 
up objects and throw them at 
their assailants, throw knives, 
use those spiky whip type 
things or other items the 
names of which I haven't the 
foggiest notion. No doubt in 
real life these items are used 
to inflict as much pain as pos- 
sible. Not nice! 
Graphically the game is one 
of the many which fall into the 
category of 'average'. The 
sprites are all bold and colour- 



ful and the backdrops which 
scroll by smoothly are equally 
colourful, although they do 
seem to be quite 'blocky H in 
appearance. The sound 
appears to consist of some 
very sparse sound effects, 
making me wonder whether 
the review copy is a develop- 
ment version, as there seems 
to be jar loo little of it. 
I have never been a great fan 
of these gang lighting games 
and I tend to find that they get 
just a little on the boring side. 
However, Double Dragon II is 
considerably more playable 
than other games of this type 
I've encountered. 

'use those 
spiky whip 
type things' 
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PeterHickman's 




COLUMN 




A superb new 
large sprite 
creator from 
Francois 
Lionet 

A mini sprite 

scrolling 

demo 

Don't forget 
that games 
competition 
with £200 
worth of 
prizes! 



Oil boy, what a hectic time the 
past couple of weeks have been, 
the new STOS products which I 
reported back in November have finally 
latter a series of unavoidable delays) star- 
ted to appear. 

Games Galore, the compilation of best 
entries from the 1988/89 STOS competi- 
tion is brilliant, and cornea with a new 
extension called STOS Squasher which 
gives you commands to compact any 
piece of data (pictures, sound, even prog- 
rams!). TOME the TOtal Map Editor has 
been released hy Shadow Software, this 
is yet another new extension for STOS 
that allows you to manipulate giant 
maps, useful if you want to create games 
like Ghouls & Ghosts or Rainbow Is- 
lands. I have even used it to write a nice 
scrolly demo invoking the obligatory 
scrolling message and a giant hotdog 
(weird!). Last but not least is an excellent 
book by the author of the STOS manual, 
Stephen Hill. The book contains some- 
thing for everyone, from basic psuedo- 
code and structuring techniques to infor- 
mation on the creation of your very own 
STOS extensions. There are lots of exam- 
ple listings and each one has it's own 
breakdown , the book even examines the 
techniques used by Francois Lionet when 
he wrote Zoltar and Orbit. I understand 
the book and Games Galore are being 
sold by Page 6 Publishing so check out 
their catalogue if you have trouble rind- 
ing the bits and pieces at your local retail 
outlet, TOME is, unfortunately, only 
being sold by mail order directly from 
Shadow Software although I have heard 
rumours that Mandarin were so impress- 
ed with it that they may decide to take it 
on. so it may appear In your shops by the 
summer (but If you cannot wait drop 
Shadow Software a line to find out more 
about TOME, their address is at the end 
of this article). 

AMOS (the Amiga - spit, spit - version of 
STOS) has been delayed once again and 
won't be making an appearance until 
APRIL, although there is a demo floating 
about the PD libraries which should Im- 



press a few people. The demo is fantastic 
and even lets you look at the source code 
so you can see how easy AMOS is to use. 
The creator of this demo is a well known 
STOS user and journalist, and writes for 
a brilliant magazine called New Atari 
User. Ok it s me. but don H t worry I won't 
be deserting STOS 1 cos the ST is about 
five hundred times more friendly than 
the Amiga and I'm looking forward to 
STOS Plus because, judging from what 
Francois has leamt in recent months f 
STOS Plus should be mlndblowing. Until 
that time STOS (which is still by far the 
best language on the ST) will continue to 
teach me things that I never thought pos- 
sible in BASIC! Anyway if you own an 
Amiga as well as an ST (lucky thingt) it's 
worth checking out the demo just to see 
what sort of things could appear in STOS 
Plus. 

HELLO FROM 
FRANCOIS LIONET! 

More news. Francois Lionet has contac- 
ted me and would like to say hello to all 
the STOS users who read this column, he 
writes a STOS column for a French 
magazine and is very interested in getting 
a sort of program exchange going. So 
from this issue the occasional wonder 
program will be presented together with 
the usual breakdown so we can all leam 
new things about STOS from a master 
programmer (that's you Francois!). In re- 
turn I will send Francois al] of the prog- 
rams which appear in this STOS column 
so that he can see what sort of amazing 
things you have been doing with his 
creation. 

COMPETITION TIME 

Competition news • there isn't anyt No 
scrio usly, I'm writing this before the last 
issue has appeared so nobody knows 
about the competition yet (is this making 
sense to you?). Anyway, in case you mis- 
sed the last issue (and if so, WHY?) Man- 
darin and Shadow Software have put up 
some really fantastic prices for a small 
programming competition, all you have 
to do is write a version of a game which 
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you considered to be an 8-bit classic, it 
could be Asteroids, Ix>de Runner Jetpac, 
Choplilter Just about anything as long as 
it appeared on an 8-bit machine. 
Prizes are really good, a list of which can 
be found in the last issue, but. if any of 
the games arc good enough both Man- 
darin and Shadow Software have ex- 
pressed an interest in marketing them 
(fame at last!). You can Find a list of the 
Competition Rules in the last issue but 
in case you cannot find a copy here are 
the main ones- 

1, The game must be written in 

STOS. 

3L A similar game must have 
appeared on an 3-bit computer. 

3. Closing date is the 25th of APRIL 
1990. 

4. Any entries which are not consi- 
dered to be of marketable quality 
(they might still win a prize?) will 
be placed Into the Page 6 public 
domain library for all STOS users 
to enjoy and learn from. 

5. The entries will be judged by my- 
self and representatives from the 
companies supplying the prizes 
and our decisions are final [so 
there!). 

If you do decide to enter (and 1 hope lot s 
of yon do!] please remember id include 
with your entry the name of the game 
(and the name of lt'8 affiliated S-blt ver- 
sion), your name and address (and phone 
number If you have one), and finally any 
special requirements the game may need. 

I'm really looking forward to seeing your 
STOS creations, my game Treasure 
Search has been In the public domain for 
quite a while now and a few people have 
actually written to me saying how nice it 
is, so thanks STOS'ers, your comments 
and suggestions arc always welcome. 

ANY QUESTIONS? 

Before the programming bit let's have a 
new feature, questions and answers, 1 
have just received a letter from Mike Tes- 
ter of Surrey, it was dated August the 
30th, sorry this has taken so long Mike 
but your letter was obviously lost in the 
piles of mail New Atari Users gets every 



1 ran *•*•■• »*»*■*»*** 

3 rmm * Bio ^fO.* aj»fear * 

3 mm * By Frmncaim Lid***** # 

4 rmm * * 
3 rmm » Pub] U B(s**ln ! ■ 
f, r *ii t «i*4«< h i « M ►» ■ »*»*..»•»** 

IB NBLhW)£-ia s- din BLOC* (MSLMAK3 .Tl (HfiLrlftJO .TVOSLHfllJ 

3ti dafiult t *r««* I i win 2 w N14**fU« «■ 1 act J < »» . MBK " . H L©4d * Sprit. &*nk u T 
55 If hiE*«"" than and 
*a load N1*,I 

£>3 kmy off t C^t Q+f * aoda G 

7d Muntlitirtit) fcf* *t*rt < 1 J+langth ft ) , "PfltT"] +4 
75 for I-O to IS i e a) our- % ,d«»k Cft+X*2.i t riant K 
433 145-1 

L BE hid* on i bac.V-d*f *mfct bach g el* logic * cl» back 
IB1 5 t.a 1,m (bdum and *FFFB,y nouaa,NB 

IBS K^OUWB boy « Kmi than put ip" ta l ■ rtblld raui> ""V ■ ■ aotn. LB I 

113 ft*- j nn»l 

128 if a*='+ m than inc KB 

125 I f than i f th»*i dac P*S 

]3B If A**" 11 ti1*« )BB 

135 if A*-Ehr*il3> tha* 2M 

140 if fi*~tHr» f27> than and 

1*3 if ft*<* H B H OT than 4H 

159 *Qta Jfll 

2M aOrit* of* i upttata * acfsw* copy logic to back t *uta back trff r K1«B I 
Yl-B i K2-31-'5 * VS-lW 

SEES Hint and SFFFB ■ Yr^y ruuM i K-aauaa kay 

218; If K-l and XN<K2 than XI -KM 
215 if K M l «nd YPMV2 than- Yl-l'H 
2211 14 K-2 and xn>KJ than M 2— XM 
525 if K-2 *r,d VM>Tl than Y2-VH 

23« icrnm ct)pr back to logic i Ink ENC I Inc 6mC i EXC-tMC AOd LA i boM XI, VI 
fee i3,V2 i ih<w tin i waif *tU l hi da on ■ IdClt* B.j* I cantra " Block 
• "♦at»"»CHBLOCJ+- " 

3T35 M-lnk*r* I H* fl*- u * than 2*3 

2*9 '-f a*"" u than IN 

245 if fii-ihct!2''; than and 

251 If fl*-chl^i(l3> than !H 

235 It ft*- H *- H and tWLQC^WUWft* than Inc NHL DC 
26B Ef flJ-"-" and HBLDCO0 tfiOn die HHLJU 

265 if A*-' B ' or ttm-'C than C antra "Er#alnq bl ock k «-atr* (NBLOC > I 
HL□C*^.HlLaCJ* 1,,, ' * w*lt Sft i cantra aoacM# 
2"JW goto 2BA 

3M CBAti-Bi -Bat toloc*+Btr#i'SIBLDC> 

ZWi BLOC^CNBLDCl-ccraamSCbaclc.lU.Vli to %2^2> i TK («LQC) - Jib i 

TT<rtSUJC><.V2-¥l 

TIB ^ j t 3U i cantra »paca*<3fl] ■ tfK NBlDC i if tBLBOtWW.ll than NBLDC-NW.FV»K 
315 qoto IflV 

4BB N6Q-ia f for H-B to HfiLMflls ■ if BLDWfNKf " than line MBB 
4B5 n»Kt M J It NBS-B thwn h*L] i goto 1EH 

410 dafanJLt I contra »»> Bank Ovation <<<" j lactU B,5 4 -r*aa i! t raaat-va pi 

amtm 2,iaeua* 

*15 loba start (2) ,*198>aL9B7 d lak* atart (2) *4,*I2 I loka mtart 42) 4-B,*12 H loka 
atjurt <21t12,*l2 i doka atart f2r +-14, *V» i dgka atart (2) 1 «oM 

■.tju-t <2j+2B,B 

fl2B M»atart(2)»22 t flP-flft*HHB*B 

425 for N-B to MSB-1 ■ I oka flfl+N*H , OR-fUH c peka Afl*H»B*+,T3£ tttl t pakm 
ftfl + N"B + 5 TVlMN 

UB print ra S0f ltO'tH*lf K *iaa - M |TX Of>*laL" i ¥ *l« - ■rTV((4Jf ^ Input 

th* hpt paint CD-ardn "q t In^Ut HJf,^V 
455 If P)«B OT F^<« than 43« 

45B TM-TI[KS*T V(N)*2 ■ TLtt-T* <N1*2 ■ TLB-TJUK) »B i <W-*prptr (BLDC*<N) ] -HB 
455 fqa- VHi to TY<M>-1 i fa- XHI to TM1N1-J 

*£J1 A^*B+¥»TL8+Jf«e * K-fFFFlP war <d*ak <A> daa)ki(A+2l or- dBail;^A*4> or 
dnJi ffl+i > ] 

+iS doka <V > +^*TL»*X*2 1 rl ■ naxt K ? n«Kt V 

*7B fliP-APfTn i copy flb,Hfi+i7M»4 to BP i ftP«flF*TH»* 

475 nasit N 

4BB ara** 1 i rmrvi aa datt 1 , AP-ataj-t 12 > i copy *fc#r* 12 > ■«* tn atart til i 
■rm 2 

4S3 F*BJ|>«+ila aa>la*t*( p *-*ibk" t "-eiwa tha nw Sflt'UO banlt"> 

A fa if tBI--" than SB 

495 uvt *e* T S 

3BB tr«f 1 ■ ootc 5* 



Francois Lionet's Big Sprite maker 



day. Anyway Mike writes- 
"Sonie time ago 1 purchased a copy oJ 
STOS. I am having great fun learning 
how to use it to the best advantage, 
however ] have come across a minor 
problem, which is I would like lu use two 
joysticks. I am only a beginner in the art 
of programming who is trying to write a 
simple shoot them up game for two play- 
ers using Joysticks. 1 have studied the 
manual and cannot find any way in 
which a joystick can be used from the 
mouseport. Does anyone know if it is 
possible, if so can any one tell me what I 



would need to do?" 

We] I Mike, there is no simple answer to 
your problem, STOS has no direct facility 
far reading a second joystick and Lhe 
only routines I have seen that would be 
of help use illegal calls to the operating 
system, this has the disadvantage of 
making them incompatible with different 
versions of TOS, Help is at hand though 
In the form of Cartoon Capers which was 
the winning entry tn the STOS competi- 
tion of L9B8/89. Capers uses a special 
extension to STOS which allows you to 

continued *" 
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read a joystick In the mouse port, this 
routine will be given away with Cartoon 
Capers when it is released (sometime in 
March I am assured). Unfortunately I 
have not had the chance to try It out yet 
but 1 have seen it in action and it seems 
to work very well . 

THE PROGRAMS 

Programming time. The first of tills 
Issue's programs (see previous page! 
comes from Francois Lionet himself, he 
has written a nice program that takes 
your sprites and joins them together to 
make even bigger sprites, he says the 
Size of the joined sprites is unlimited but 
STOS will do strange things If they are 
larger than 128x128 pixels because that 
is the maximum size of the STOS sprite 
buffer Type in LISTING 1 for some big 
sprites, 

HOW IT WORKS 

LINE 10 - Set's up the variables needed 
by the program. 

LINE 50-60 - Clear any sprite bank that 

may be in memory and then present you 

with a file selector. 

LINES 65 lOO - Clear the screen and 

change the palette to t hat of the sprite 

bank. 

LINES 101-105 - Allow you to draw with 
the sprites. 

LIKES 115-150 - Control the whole prog- 
ram, jumping to various routines when a 
particular key is pressed. 
LINES 200-290 - Mark a box around the 
area of the screen you want to turn into a 
sprite. 

LINES 300-405 Grab the block of 
screen and store it in the variable 
BLOCSO using the SCREENS function. 
LINES 4 L 0-480 - Perform the com pit. 1 s 
task of convening the SCREEN$ data 
into sprites* although this may look in- 
credibly complicated It's easy to tell we 
are dealing with sprites here because of 
the sprite bank identity number 
Siya6iy87 contained in line 415. this is 
LOKE'd (LOKE Is the version at POKE for 
longwords or 32 bit numbers) into the 
beginning of the new bank. 
LINES 485-500 - Display a file selector 
save the new bank, 

Now if the listing seems a little bit messy 
and not ton well structured don't worry 
about it, all you need to know is that It 
does the job it was written for {although 
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Above - screen effects demo by Francois Lionet 
Right - Peter Hickman's moving sprite demo 



don't ask me how(fl). 

Once you have typed the program in, run 
it and you will be faced with a file selec- 
tor. Use this fUe selector to load a pre- 
viously saved sprite bankand you will 
now be able to paint with a sprite from 
your bank. Use the + and - keys on the 
numeric keypad to change the sprite, 
press Escape to end the program and 
press G 1 to create the new sprite bank 
(but remember to grab the new sprites as 
blocks first}, When you press Return, a 
large flashing square will cover the 
screen. You can change the sizv of Litis 
by pressing the left and right mouse but- 
tons to move the corners of the square. 
At this point pressing Return again will 
grab that area as a block ready to be 
turned into a sprite. Pressing Escape will 
end the program, pressing the + or - keys 
changes the block number, pressing 'C 
clear?, that block and pressing space 
allows you to go back and paint with 
some more sprites. As you can see the 



program is a little tricky to get the hang 
of. but stick with it and you will soon be 
producing lovely big sprites. 

SCREEN EFFECTS 

The next program this month is an 
effects demo (written by Francois once 
again] to make screens disappear. Type 
in PROGRAM 2 and have some fun. The 
listing is so Incredibly simple it's not even 
worth me doing a breakdown, but lets go 
through it anyway. 

LINES 10-20 - Clear the screen and load 
the picture contained on your STOS boot 
disk. 

LINE 40 - Jumps to the first effect., which 
sort of makes the screen vanish one line 
at a time, 

LINE SO ■ Copies the background screen 
(which still has a copy of the picture) 
onto the physical screen (which has just 
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been erased). 

LINE 60 - Jumps to the next effect. 
And that's about It, the rest of the prog- 
ram consists of more jumps and the sub- 
routines themselves, don't you just love 
simplicity? 

SPRITE EFFECTS 

Last program this month uses some 
sprites from your STOS accessories disk 
to produce a short demo containing that 
really nice effect thai you often sec in big 
Assembly Language demo's, that is a 
whole bunch of sprites following each 
other in wavy patterns around the 
screen. My program is less than Ik in 
size and allows you to move the pattern 
of sprites around with your mouse. 

HOW IT WORKS 

LINE SO - Clears the screen 
LINE 90 - Load's the sprite bank from 
drive B, you can change the drive and the 
bank to suit yourself, for this program ] 
have used the AN [MAI -SI .MKK file from 
the STOS accessory' disk, if you do decide 
In use a different one please remember to 
use small sprites otherwise the program 
will slow down to a crawl. 
LINE 100 - Jumps to a subroutine which 
gets the colour palette from the sprite 
bank. 

LINE 120 - Sets the variable NUM to 7, 
this is the number of sprites the program 
will use. 

LINE 130 - Moves to mouse to G\120. 
LINE 150 - Switches the sprite update 
off. 

LINES 160-190 - Plot the Sprites in their 



original positions and updates the screen 
display. 

LINE 220 - Draws Sprite NUM at the 
current mouse position. 
LINES 230-250 - Do most of the work, 
the movement of the sprites is achieved 
by each sprite (starting from the first) 
moving to the position of the next sprite, 
so sprite 1 moves to sprite 2's position 
and sprite 2 moves to sprite 3's position 
etc- By using this method you can get 
some really nice ellects. but don't move 
the mouse too fast or it will spoil the 
smoothness of the whole demo. 
LINE 260 - Updates the screen display. 

BYE FOR NOW ... 

Oh well, another issue comes to an end, 
next time I will have lots more goodies for 
you to get your teeth into, hopefully some 
more masterpieces from Francois, a run 
down on some of the programs entered in 
the competition, some more news and 
loads of other stuff. 

Before I give you my address I'd just like 
to wish Francois Lionet good luck, be- 
cause he should just about now be start- 
ing die French equivalent of National 
Service, we will all see you in a year 
Francois, but until then stay in touch 
and have fun. 

I can be found at the following address, 
please remember that if you do write with 
any questions an SAE will guarantee an 
instant response, 

PETER HICKMAN 
36 CLEVERLY ESTATE 
WORMHOLT ROAD 
LONDON W12 OLX 



STOS 

from PAGE 6 

NEW ATARI USER wants you to 
enjoy the delights of STOS with 
these special offers 



STOS BASIC 

The programming language 
you need to get started 
Recommended price £29.95 

OUR PRICE £21.95 

STOS MAESTRO PLUS 

Add your own sampled sounds with 
this cartridge and software package 
Recommended price E69.95 

OUR PRICE £49.95 

STOS COMPILER 

Turn your programs Into 
ultra fast machine code 
Recommended price TE19.95 

OUR PRICE £14.95 

STOS SPRITES 600 

Add this collection of sprites 
to your programs 
Recommended price £14.95 

OUR PRICE £9.95 

GAMES GALORE 

Or just play some great games 

written by others 
Recommended price £1 9,95 

OUR PRICE £14.95 

All these offers available to readers of 
NEW ATARI USER from Page 6 Publishing 
Use the order form on page 49 or write to 
PAGE 6, P,0. Box 54, Stafford. ST16 1DR 
Credit card orders accepted 
by telephone to 0735 213928 
or by FAX on 0785 54355 



If you want to know more about TOME, 
SKYSTRIKE PLUS or The STOS Club 
then contact Aaron Fothergill at the fol- 
lowing address: 

SHADOW SOFTWARE 
1 LOWER MOOR 
WWDDON VALLEY 
BARNSTAPLE 
NORTH DEVON 
EX32 8NW 
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D/lf*|/ ICC I ICC Only these issues 
DMvIV I33ULC3 are now available! 




PAGE 6 oack issues represent on excellent way of increasing ihe 
enjoyment of your Atari with articles to enlighten yau, programs to 
type In and reviews of software to guide you. Almost all of the content 
of past issues are as fresh and relevant today as when they first 
appeared. Disks are available for all issues, containing all the 8-bit 
programs from each issue ready lo run, and they often include 
bonuses not found in the magazine. 

■gwiuwif The following Issues are SOLD OUT 

ALL ISSUES PRIOR TO ISSUE 31 and ISSUE 35 

THE FOLLOWING ISSUES ARE STILL AVAILABLE 

■flBffJJBfi - Our massive survey on all the WARGAMES available for 
the a-bit Atari heads this issue which also includes a great type-in 
synthesiser listing called ORIGINAL SYNTH. Other listings include 
FONT FACTORY, a nice character editor and a challenging game called 
BOWL TRAP. A feature on SSL more Tutorial Subroutines, a long 
feature on THE NEVERENDING STORY, reviews of ROAD WAR 2DD0 
and THE DUNGEON plus many more are also in this issue, ST SEC- 
RETS, a new series on ST programming begins with a look at sound 
and the ST reviews section includes IMG SCAN, BASE TWO, TEMPUS 
and many more. 

DISK AVAILABLE - All the extra files for ORI- 
GINAL SYNTH set up ready to run plus others 



ISSUE 32 



A great card game lor 6-bit users called, rather uninspir- 
ingly, WHIST plus a two player game of TENNIS and a GRAPH MAKER 
that works on the 1029 printer. A new series starts on EXPANDING 
YOUR ATARI and there Is an excellent program/tutu rial on BUBBLE 
SORTING. Reviews include THE PAWN. GUILD OF THIEVES. SPARTA- 
DOS.'U-S- DOUBLES and many more. ST users can find out about 
programming graphics with ST SECRETS and can read all about the 
TURBO DIZERj PC DITTO plus reviews of Tanglewood, Defender ot 
The Crown, Winter Olympiad, PROSPERO FORTRAN and more. 

DISK AVAILABLE - DOUBLE SIDED with 
BONUS MACHINE CODE ARCADE GAME only 
on ihls disk. 



ISSUE 33 



_ - Many readers have said this is our oesl Issue yel with 
an extensive feature on choosing a printer for your Atari, plus HEAVY 
METAL, a superb type-in machine language arcade game Other type- 
In listings Include another game, CRYSTAL CRISIS and two utilities, 
COLOUR TUNER and SOFTKF-Y, Ihe latter being a super keyboard 
macro', utility. ST owners can find out more about PROGRAMMING 
GEM with another article in the series and there are loads of reviews 
including MASTERPLAN, GUNSHIP and SPECTRUM 512. There s much 
more in this issue besides, Including some great music for the 8-bM- 

DISK AVAILABLE - including TWO BONUS 
GAMES that are not in Ihe magazine. 



ISSUE 34 



An ADVENTURE special lo delight all fans of Atari 
Adventuring. Exclusive and extensive interview with LEVEL 9, two 
TYPE-IN 8 bit ADVENTURES, games reviews, bumper A-Z HINTS AND 
TIPS for all kinds of adventures, a survey 01 almost every known Atari 
adventure and much more. Other Items Include DAVE ITS DISCO, 
FLYING BY THE BOOK, TUTORIAL SUBROUTINES, the SHELL SORT 
and the regulars. ST File includes a round up of ST adventures, a 
review of DUNG EONM ASTER, hints on adventures and stacks of 
general games reviews. 

DISK AVAILABLE - includes TWO BONUS 
ADVENTURES only to be found on this disk. 



ISSUE 36 



_ - Another cracking machine language giame from Paul Lay 
called STAR RID EH plus HEADBANGER, also In machine code, MUSIC 
BOX and SYNTH II to type in. MAPPING YOUR ADVENTURE shows 
you how to succeed in adventures, 950 SPLIT reveals secrets about 
the 850 interface, DESIGNER KEYS allows you to customise the 
keyboard. Then there's BEGINNER'S BASIC plus a new series on 
TURBO BASIC, reviews of MERAK, Draco nus, Joe Blade and more. For 
the ST we have B BOOT to allow you to boot from drive B, STOS 
reviewed, TRIP- A-T RON, SPELLBOOK, SUPERBASE PROFESSIONAL 
all reviewed and you can find how to never get lost again with 
AUTOROUTE. All this plus much, much more, 

DISK AVAILABLE - Includes BONUS 
MACHINE CODE UTILITY to add 128 colours 
to Atari Artist pr Mleropainter pictures. 






ISSUE 37 



Some excellent listings including SCROLLY TEXT EDI- 
TOR, a superb ullllly for creating scrolling messaged an the XL.'XE just 
like those on the ST, plus BLASTCOM. a la Si and furious blast 'em 
Up, and SUNPLOTTER which shows you Ihe position of the sun and 
times anywhere in ihe world. Also FINDER tor searching your prog- 
rams, Ihe first part of MACHINE CODE LIBRARY and the CASSETTE 
DATABASE. Loads of reviews, as USUSl, Including SpartaDos X, ST 
File Includes the lirst part in the MIDI series and coverage of PROTEXT 
and FLAIR PAINT plus reviews Ol HEADCOACH (where have you seen 
thai reviewed elsewhere?}, SPRITE MASTER and a whole host Of 
games. Lot's more besides. 

DISK AVAILABLE - includes BONUS program 
UNDER STARTERS ORDERS, a superb horse 
racing game for all the family 



ISSUE 28 



| - A super educational program, MCQ-TEST, for revision, 
homework or fun. The MACHINE CODE library looks at saving and 
loading memory, a utility lists a REAL TIME CLOCK for your XL or XE 
and THE PODZ is a great scrolling game. There are several more 
listings. The TIPSTER begins and articles include THE GAMES THEY 
NEVER RELEASED and more on Turbo Basic. ST owners can enjoy 
type-in routines for graphics, reviews of Ml NIX, FUN SCHOOL 2, 
POLICE QUEST II plus loads of games. The MIOIolS guide continues 
and John Sweeney looks at KINGS QUEST and LEISURE SUIT LARRY. 

disk available - Includes galactic 
CREST A a BONUS MACHINE CODE GAME 
previously released commercially J 



ISSUE 39 



_ - The first type-In llshlng game for the Atari, CATCH DAY, 
heads the? way with MOUSE PARTY and a NUMERICAL CONVERSIONS 
UTILITY also to type In. Other features include PAGE MARSHAL, 
HAWKQUEST, the MACHINE CODE LIBRARY on Player Missile 
Graphics plus, of course, THE TIPSTER and reviews of 8-blt games 
including STAR WARS. The ST section Includes reviews of THE JADE 
STONE and DOMES OF 5HA. the M idiot's guide lo the SEQUENCER, 
a new column on STOS PROGRAMMING plus many, many reviews 
Including GOLD HUSH and GALDREGON'S DOMAIN. 

DISK AVAILABLE - Includes PRO GOLF as a 
BONUS- Superb 1ft hole action with all the 
options plus a construction kit to build your 
own courses 



tSSUE JO 



_ - Read all about Subfogic. the company that brought Flight 
Simulation to the Atari. Programs include SHIFT IT, a mind boggling 
sliding puzzle game and MEAN MOTOR lor last racing. A simple 
educational program is LEARN TO READ which you can easily adapt 
and K-TYPE will improve your touch typing. All these plus the Machine 
Code Library, Cassette Database, The Tipsier and much more. For ST 
fans the STOS column has type in listings and there are reviews of 
ARMADA, JET, BATTLETECH and many more. Also the linal part In 
the Midiofs Guide lo Music. 



DISK AVAILABLE - includes BONUS machine 
language game GRID WARS 







ISSUE 41 



Some neat 8-bit utilities including LISTIF, a new command 
for Basic and LC10DUMP for the Star colour primer Games include 
Bill Halsalls great SNAKES ALIVE for up 10 twenty players I PICMA- 
TICS is a nice educational program to leach maths and articles include 
the MACHINE CODE LIBRARY, CONFESSIONS OF AN ADVENTURE 
ADDICT and more, ST users can enjoy reviews of INDIANA JONES, 
POSTMAN PAT, HISOFT C, DEMON'S WINTER and many, many more. 
There is also the first Instalment of MAKING MUSIC and, of course, 
THE STOS COLUMN complete with type in game. 

DISK AVAILABLE - includes DOUBLE BONUS 
of TRAKSTAR and BLOKHEAO, Two great 
machine language games 



ISSUE 42 



Cheat at cassette games wilh the TAP ESTER;, play games 
with TO THE RESCUE and HOT ROD HAIDER. Expand your program- 
ming knowledge with MULTI-MOUSE, MACHINE CODE LIBRARY and 
HEXSAVEFL Pius three pages ol THE TIPSTER (including the solution 
to Quest For Elernliy), lots of reviews and TURBO BASIC ST owners 
can enjoy reviews of NEODESK, SCAPEGHOST and a host ot games 
together with ihe regular Music Column and our STOS COLUMN with 
type-In programs. 



DISK AVAILABLE With BONUS game BHIK- 
3AT, a classic machine language program 




BACK ISSUES are tl.50 each In the UK, £2.40 lor Europe or surface mall elsewhere and £3.50 for Air Mall outside Europe. Prices include postage. 
ISSUE DISKS are tor any 4Bk or 64K S-blt Atari. Each disk is £2.95. Postage FREE in U.K. Overseas add £1 per order (any number of disks) 
Send your order to PAGE 6. P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND. ACCESS and VISA aocapterJ. Telephone Q7B5 213929 
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Isiue 43 ■ New Atari User 



The RESOURCE FILE 

where to find support for your Atari 



I Ik Resource File Is a service provided by 
PALI h to help Atari owners find sources of 
informal ion. h^lcj unci supply. An entry in 
llhisfruture dues mil ntn ev^J rily imply uny 

enctoisement by I'AOt 6. The retailers shown 
an: those who arc known to have supported 
Atari for sonic time but things chan gt and 
readers are advised to check for them.se.Eves to 
ensure that the Information is still current. 

mjuld (ask utlv n-uUVr\ wbtj find LillLhriMcJ 
(kiri t<> hf in an urutear cnul i»t date In I ft us 
know so Ihtu an entry may be amended or 

;lf rli , I 



RETAILERS 



The following retailers haw been re- 
mmtrf trnm nur HrHmrtr 1'itr 

SILICON CENTRE - Edinburgh 
INTOTO - Nottingham 

ATARI WORLD 
15. Fennell Street 
Manchester 
Ml 3DU 

Tel. toil H 34 4941 

HkHLHION COMHJIMt EXCHANGE. 

2, Ann Street 

Brighton 

BN14GP 

Tel 0273 570240 



COMPUTER ADVENTURE WORLD 
Bank Bui Minus 
lA. Charring Cross 
Birkenhead L41 6E| 
Tel. OS I 666 1132 

COMPUTER CAVERN 

9 Dean Street 

Mariow 

Rucks 

SI 7 -i \,\ 

Tel. 0628 B91101 

COMPUTER CAVERN AND JUST 
TAPES 

1 London Street 

Km si nipli jki- 

Hants 

RGZ1 7NT 

Tel. 0256 472231 

COMPUTER CAVERN 
22. Morlcy Street 
Swindon 
Wilts 

If] 117 9:* -JK.-vfiOK 

COMPUTER CAVERN 

21. Harris Arcade 

Hejjdiny 

Berks. 

RG1 1DN 

Te]. 0734 S&3062 

COMPUTER CENTRE 
174 r High Street 
Hifrndluri.il 

Essex 

Tel. CM024 7.SM3 



GLASGOW COMPUTER CENTRE 

Virqinlo Galleries 

33 Virginia Street 

Glasgow 

Gl ITU 

Tel. 041 552 1522 

HI I I Wl Ml.HN I 113. 
S2 r Cambrian Road 
Newport 
I : V, l tit 

Tel. 0633 627W 

HD0ROKE COMPUTING LTD. 

33.. Ormskirk Road 

Preston 

Leu its. 

PR1 2QP 

Tel. 0772 21474 

LlVlNtiSlON COMPUTER CENTRE 
17. The Mall 

( niiij\lnll Shopping ft-iHre 
Livingston 
W'esl Lothian 
TeL 0S06 3fi97S 

MICKO-TRONICS 
27a, Market Street 
Tamwarth 
Staffs 

tel. S14KO 



ON t. SI hi 1 Kl VOND I 

11a, Castle Meadow 

\nrwii h 

NR1 3DG 

Tel. 0603 G6379& 



11) 



PEATS ELECT RON I ( S 
197, Parnell Street 
Dublin 1 
Ireland 

TeL □(>□ T 7277<?u 

SOFTWARE E\FRtS5 
21 2 r Broad Street 
Birmingham 
615 2A¥ 

TeL 021 643 9100 
SOFTWARE EXPRESS 

9 Exttei Stncl 

Plymouth 

Devon 

Tel. 07S2 26527G 

WHITFROSE COMPUTERS 

brxiwklyn Cowrl 

Bradford Road 

CJeckheaton 

W. Yorks BD1»4T| 

TeL 0274 851131 

A.S, WOOTTON & SON 

lift, I'dlfstOll ttc5U.J 

Crewe 

QV2 7HU 

Tel. 0270 2 141 IB 

YORK COMPUTER CENTRE 

% Utivyyute Arcade 

Davyoate 

York ' 

YOl 2SU 

Tel. 0904 641862 



ABC 

Contact Mike Donoghue, 135. St. 
Leonards Road, Leicester, LE2 3BZ. Tel. 
Q533 700190. Retailer and both 8-bit 
and ST user groups. 

A.C.E, USER GROUP 

Contact Martin Sharpc, 28, Brooklyn 
Court, Bradford Road. Cleckheaton, 
West Yorks, BD19 4T]. Tel .0274 BSJ131 
(2-1 hours). Monthly meetings, newslet- 
ter, trips, discounts etc. 

A.T.J, (,;, (ERT t AMO) 

Contact Mike Casey, J, St. Kevins Park, 
Kilmacud, Co. Dublin. Ireland. Tel, 01 
381330 or BBS 01 885634 (24 houisL 
Momhly meetings and newsletter. 

H1STWOOD8-HI] I'M K 

GROUP 

Contact David Taylor, 60 iti'venriolme 
Crescent. Bcstwood Park, Nottingham, 
NG5 5]W. Tel. 0602 209735. 6-bit local 
users only 

BOURNEMOUTH AND POOLE 
ATARI USER CROUP 

CVirikjLl tYihsi Hunt. 1\ hi, W i lYlhoi lie 

Rood. Ookdale, Poole, Dorset ST, 6-btt, 
hardware and soUwotl' develoumenl. 

BURY ST. EDMUNDS USERS 
GROUP 

Contact Gary B rummage, 22. Ridley 
Road, Bury St. Edmunds, Suffolk, IP33 
3HS. Pleas* send SAE for details. 



BBS 



Nome: THE VILLAGE 
Number: 01 464 2516 
Hours; 24 Honrs/ 7 days 
Baud: V21, V22, V22B1S. V23 
Features: 8 bit area. ST area, CP/M 
area 

Name: INFOMATIQUE 

Number: QO01 764942 (Dublin) 

Hours: 24 Hours 

nam- 300/ 300 on d 75yiOOO 

Features: ATA RE SIC ond pray ram 

library 

Name: LEICESTER CENTRAL 

Number: 0633 700914 
Hours: 24 Hours 
Raud: 300 and 1200/75 
Features: 8 bit area and ST area 



COLCHESTER AT A HI USF H 
GROUP 

Contact Mike Harrison. 172 r Harwich 
Road. Colchester. Essex, C04 3DD. 
Meets fortnightly,, supports all Atari sys- 
tems. Tel. 0206 £6793 1 or 020ft 4290Q 

CLUB CENACLE 

Contact Michel Breton, Club CenucJc, 
B.P. 49, 951 10, Sannois, FRANCE. XL, 
XE and ST users, newsletter, PES Library, 
contact with users and user groups any- 
where in the world welcome. 

Fa SI (East N I Basic: liners 
■Croup i 

Conine! Simon Rush, 42 York Road, 
Raylelgh. Essex.. SS6 BSB. Tutorials in 
Basic and 68000. S AE for full details, 

FLOPPVSHOP ST 

contad Sieve Delorwy, 50, 5tewciTt t":ws- 
c'lmt, Northfitld, Aberdeen, A&2 5SR. 
Tel 0224 691824. 

The GATEWAY CLUB 

Contact Phil Herberer. I64d Radcllffe 
Road, Lakenheath. Suffolk. TeL (Eris- 
welt) 23fi3. All computer club with Atari 
section. Meets once a mainlh. 

LACE (LONDON ATA HI 
COMPUTER ENTHUSIASTS] 

Contact Glenn Leader, 143 Richmond 
Rood, Leytonstone, London, Ell 4BT, 
Tel. 01 55-6 039S. XL r XE, ST user*. Great 
newsletter and PD library 



Name: CHARLY 
NurrLber: 04S 1/31642 Germany 
010/49/451/31642 from England 
M c i u rs : 24 Hourx/7 (lays 

Baud: 300, 8nl 

Features: Atari ft-bil <ind ST area.<i. 

P.D. software. Some German 

required! 

Name: THE ARK 
Number: 021 353 S4S6 
[ lotl r.s : 24 Houri/7 days 
Baud: 300 or 1200/75 
Features: 8 bit wilb Downloads, 
bints, swaps etc. 

Name: CRYSTAL TOWER BBS 

Number: 01S86 2813 
Hours: 24 Hours 
Baud: 300 to 240O 
Features: Atari section which 
needs your support! 



LUG 5 (LEEDS USER GROUP) 

Contact Dove On 053-2 717712 anytime. 
1050, 610, cuHi'lle usi-re welcome, 5eru.l 
SAE to P.O. Box TR7, Lii-ds, W. Yorks 
LSI 2 SPG 

LVAUG (LEA VALLEY ATARI 
IJVLKS CiKOUP 

Contact Mail Ty demon, 125 Cadn • 

Lane, Cheshunl, Herli, EN« yjM. Reuu- 
lar meetings and newsletter, BV16 bit. 

MACCLESFIELD COMPUTER 

CLUB 

Contact Peter Solomon. Tel. 0625 20782 
evenings and weekends. All computer 
club with Atari section. Meels fort- 
nightly. 

NORTHERN ITALY 5T FANS 

Contact Carlo Bianchini, Viale Argonne 
12, 27100 PAVIA r Italy 

KOCH » ALL ATARI COMPU- 
TER ENTHUSIASTS (R.AX.E.) 

Contad The Secretary, P.O. Box 1. Roch- 
dale, Lanes OL1Z BTQ, SAE upprecioted, 
All Ataris, meetings fortnightly 

SIGATARI 

Contact Glenn Leader, 143. Richmond 
Anad, Leytonstone, London, Ell 4BT. 
7e) 01 556 0395. For those Interested in 
mare unusual applications. 

ST USER CLUB 

Contact Tony, 8, Ethnurd Road, Peck- 
ham, London, 5E15 1RU. \fembers with 
double sided drives 



USER GROUPS 



STOURBRIDGE ATARI USER 
GROUP 

Contact Us Taylor, C"J. Bredon Road, 
SkiuriuulyL-. Wi-ls Mi:lliJi«K. 15V* '11 A 
Tel 0384 3-79757 Meetings tma? a 
month for 8 bdt computers. 

S.W.A.G. (SOMERSET WEST 
ATARI GROUP) 

Contact]. Evans, 14, Plein Street, Some- 
rset West, 7130. Cope Province. .South 
Africa, ST and & hit user group offering 
help and assistance to users in South 
Africa including township schools. 
Worldwide support apprccUi b I 

VTB ATARI COMPUTER CLUB 

Contact Christian Delabarre. Hekstraat 
7, WT54J "rv<'iijr'iii. fiuLiiium. Il l 
05>l/26,29.29. For XLXE^T. Organised 
la Iks. visili etc. 

WESTMORELAND ATARI 
COMPUTER ORGANIZATION 
(W.A.C.O.) 

Contact Ch uct Rosso. 209 Emrnse Dr., 
Plttsburah, PS 1523. < > r U.S.A. Covering 
&d)ft, large PE5 llhrary catalog, will mall. 

WORLD ATARI PENPALS Int. 
User Group (WAP) 

Contact Max Terveen. Maaeiherst 8, 
Alphen a/d Rijn. 2402 LP, The Nether- 
lands. Tel. 01720 45583. Members in 
LT5A.. Canada. France, U.K., Greece, Ger- 
many, .Saudi Arabia. Have circulating 
disk {B-hlt and ST). Moll anly. 



Nome: CITY UNDERGROUND 

Number: 01 773 4756 
Houry Mon-l-ri J[\ni Ui fiarn 

Sat/Sun 24 hunrs 
Baud: 300/1275 
Teatures: o bit and ST 

Name: THE GNOME AT HOME 

Number: 01 SS8 B894 
Hours: 24 Hours/7 doys 
Baud: V23 viewdata 
Features: ST ureu frame *1632,0#. 
ST Babble starts on frame 
*1632.9Tt 

Name: CBABBS 
Number: 021 430 3761 
Hours: 24 Hours/closed Thurs- 
dav-s 

&aud: 300 

Features: ST/8 bit, Email la USA 
and Canada 



PAGE 6 reserves: the right 
to delete any entry from 
this feature for any 
reason. Inclusion does not 
imply any endorsement 
by PAGE 6 and PAGE. 6 
can accept no responsibil- 
ity for the accuracy or 
completeness of an entry. 
Please tell us if you find 
any entry out of date. 



PAGE 6 ACCESSORY SHOP 

i 

\ 

THE VERY BEST IN PUBLIC DOMAIN 

PLUS BOOKS, DUST COVERS and ACCESSORIES 



INTERNALS 




o 
o 

K 
S 



HUNDREDS OF ITEMS IN OUR CATALOGS 



XL/XE DUST ST 

PUBLIC DOMAIN COVERS PUBLIC DOMAIN 





The largest selection of Public 
Domain software for the XL/XE 
available anywhere - only the 
very best makes it onto a 
PAGE 6 disk! 



NEW XL/XE and ST 
catalogs 

NOW AVAILABLE! 

Please note our catalogs do, nor contain 
commercial wflware normally available 
1r0«n relQiler; or advertisers in 1he magazine 





Every imaginable Dust Cover! 



PAGE 6 was the very first to 
introduce PD software for the ST 
and are still first in introducing 
many unique programs 
Disks from just £2.50 



OFFICIAL UK DISTRIBUTOR FOR 

ST NEWS 

THE WORLD'S FINEST 
ST DISK BASED MAGAZINE 



P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND 

Telephone 0785 213928 



